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GAME 
! REQUIREMENTS | 
* AND INSTALLATION 


» “Even thetdlet 
` tower bagins with 






thefirst stone” 


In the beginning. ..the Earth wes without form and void. It 
will stay that way until you install the game and start playing. 
Here's how. 


The ReadMe File 


TheCiwlizaiia?? III Сата&еСО-КОМ gare hesaR eMe 
file where you can view both the License Agreement and 
updated information about the game We strongly encourage 
you to read this file in order to benefit from changes made 
after this manud went to print. 

To view thisfile double dick on itin the Civilizaio Il Cam 
pleredirectory found on your hard drive (usudly C A Program 
Files Atari Civ И Complete).You can азо view the R eedM e 
file by first clicking on the Start button on your Windows? 
taskbar, then on Programs then on Atari, then on Civilizaion 
III Candes and then on the В eadM e file 


System Requirements 


Operating Sytem: — Windows? 98/ M e 2000/ X P 

Processor: Pentium® II 400 MHz 

Memory: 128 MB RAM 

Hard Dix Space: 1.7 GB Free 

CD-ROM Drive 4X Speed or higher 

Video: Windows? 98/ M œ 2000/ X P- 
compatible video card* 





Sound: Windows? 98/ M œ 2000/ X P- 
compatible sound card* 

DirectX ^: DirectX ? version 9.0b (included) or 
higher 

LAN or Internet connection required for some multi player 

modes Broadband connection recommended for five or 

more players 

Microphone required for voice chat. 


*|ndictes devie should be crrpetiHe with DiretX ^ мачісп 9. 0b 
a Но: 


Setup and Installation 


1. Start Windows"? 98/ M e 2000/ X P. 


2. Insert Civilization И! CormmleeDisc 1 into your 
CD-ROM drive 


3. If AutoPlay is enabled, a title screen should appezr. If 
AutoPlay isnot enabled, or the instalation does not start 
automaically, click on the Start button on your Win- 
dows’ taskbar, then on В un. Type DA Setup and dick on 
OK. Note: If your CD-ROM drive is asigned to а!&- 
ter other than D, substitute that letter. 

4. Follow the remainder of the on-screen insructionsto fin- 
ish installing the Civilization 1 CorrgiéeCD-ROM 
game 

5. Onceinstdlation iscomplete click on the Start button on 
tneWindows" teskbar and choose Programy Ateri/ СМИ 
Complete/ Сім И Complete to tart the game 


Note You mus have Civilization И! CompeeDisc 1 іп your 
CD-ROM driveto play 


Installation of DirectX® 


The Civilization И! Cavplée CD-ROM requires DirectX® 
9.0b or higher in order to run. If you do not have DirectX ^ 
9.0b or higher insaled on your computer, click “Yes’ to 
accept the DirectX ? 9.0b LicenseAgreement. T his will then 
launch the DirectX ? 9.0b Install. 


Saving, Quitting, and Loading 
Games 


Like it or not, there comes a time when you have to take a 
breek from the game You dont went to lose all of your 
progress however, so you'll need to save your game То save 
your current situation, pres [Ctrl]-[S] or click the M enu 
icon, open the Game menu, and select Save Game You're 
given the opportunity to name your saved game W hen you 
are done you're returned to the game 

To leave the дате press [Esc] or click the M enu icon and 
select Quitfromthe Game menu. R emerrber, unless you save 
it firs, your current game will be lost when you quit. If you 
want to resign as well as quit, press [Ctr1]-[Q] or select the 
К eign option instead.T his way, your find score iscalculated 
end, if it's high enough, entered into the record books 


If you want to quit your current game but not leave 
CiMlizationllI, tat anew дате by presing [Ctrl]- [Shift]- 
[О] or sdecting N ew Gare from the Game menu. О nless 
you sve it first, your current game will belos: when you quit. 
To load aprevioudy saved game pres [Ctrl]-[L] or click the 
Menu icon and select Load Game from the Gare menu. 
Unless you save it first, your current game will be los: when 
you load another game 





INTRODUCTION 





у "Thaeareso 

` many words and 
| have nat ye 
аске even 


Five Impulses of Civilization 


There 15 по single driving force behind the urge toward civ- 
ilizetion, no one god toward which every culture drives 
Thereis instead, амер of forcesand objectivestheat impe and 
beckon, shaping cultures as they grow. In the Civilization 111 
game five basic impulsesare of the greetest importance to the 
health and flexibility of your fledgling society. 


Exploration 


An eerly focusin the gare isexploretion.You begin the game 
knowing almost nothing about your surroundings M os of 
the mep isdeark. Your units move into this darkness of unex- 
plored territory and discover new terrain; mountains rivers 
greedands and forestsare just some of the featuresthey might 
find. T he arees they explore might be occupied by minor 
tribesor another culture's units. | n either cass a chance mes- 
ing might provoke a variety of encounters 


Economics 


Asyour civilization expands you'll need to menage the grow- 
ing complexity of its production and resource requirements 
Adjusting the tax rates and choosing the most productive 
terrain for your purposes you сап control the goeedsat which 
your population grows larger and your cities produce goods 
By setting taxes higher and science lower, you can tilt your 
economy into a cah cow. You can азо adjust the happiness 





of your population. Perhaps you'll assign more of your pop- 
ulation to entertainment, or you might clamp down on unrest 
with a larger military presence You cen establish trade with 
other powers to bring in luxuries and strategic resources to 
сіу the demands of your empire 


Knowledge 


On the flip ясе of your economics management is your 
commitment to scholarship. By setting taxes lower and sci- 
ence higher, you can increese the frequency with which your 
population discovers new technologies With each new 
advance further paths of learning open up and new unitsand 
city improvements become available for manufacture. Some 
technological discoveries let your cities build unique Won- 
ders of the World. 


Conquest 


Perhaps your taste runsto military persueson. T he Civiliza- 
tim И! game dlows you to pursue a range of postures, from 
pure defense through imperialisic aggression to cooperative 
aliance One way to win the game isto be the lat civiliza 
tion sending when tne dust clears Of course first you must 
overcome both fierce barbarian attacks and swift sorties by 
your opponents 


Culture 


When acivilization becomes sable and prosperous enough, 
it can afford to explore the Arts Though cultura achieve- 
mentsoften have little practical value they are frequently the 
meesure by which history—and other cultures— judge a peo- 
реА grong culture also helpsto build acohesve society that 
can resist assimilation by an occupying force T he effort you 
spend on building an enduring cultural identity might seem 
like aluxury, but without it, you forfeit any chance at agrea- 
ness other civilizations will respect. 


The Big Picture 


A winning srategy is опе that combines al of these aspects 
into aflexible wholeYour first mision isto survive your sec- 

ond isto thrive It is not true tha: the larges civilization is 
necesserily the winner, nor that the wealthiest dways has the 
upper hand. In fact, a bdance of knowledge cash, military 
might, cultural achievement, and diplomatic ties dlows you 
to respond to any crisstnat occurs, whether it isa barbarian 
invadon, an aggresive има, or an upsurge of internal unrest. 


Winning 

There are now more waysof winning the gane You сап gill 
win the Space R ace with fast research and a factory bese 
devoted to producing spacecraft components You can gill 
conquer the world by focusing on a strong military strategy. 
If you dominate the greet majority of the globe your rival 
may well give іп to your avesome might. 

In addition, there's a purely diplomatic mens of success if 
you'reuniversdly renowned asatrustworthy peecerreker, you 
cen become head of the United Nations T hen there's the 
challenge of overwhelming the world with your cultura 
achievements— not an easy tak. 

Finally of course is perhaps the most satisfying victory of 
al—beating your own highest Histographic Civilization 
Score or those of your friends. See Chapter 13: Winning 
the Game for an in-depth andyss of the scoring sytem. 


The Documentation 


The folks who make computer games know thet most play- 
ersnever read the manual. U ntil a problem rears its head, the 
average person just bulls through by tria and error; it's part 
of thefun.W hen aproblem does come up thistype of player 
wants to spend eslittle time in the book as possible then get 
back to the game 





We've tried to organize the chapters in the order that you'll 
need them if you've never played a Civilization game before 
If you're new to the дате the ddebars on concepts should 
help you understand the fundamentals of the game 
TheReadMefileon the CD-ROM hasthe rundown on the 
very latest changes things that didn't meke it into this man- 
ual. (Due to printing and binding time the manua hesto be 
completed before find tweeks are made ) 

Lat but not leeg, the Civilization 111 game continues the tra 
dition of including a vest compendium of onscreen help. 
Click on the Civilopediaicon (the book ner your advisors) 
or on any hyperlinked text in the game to open the Civilo- 
pedia T hishandy reference indudes entries describing all the 
units improvements governments terrain, generd game con- 
cepts and more— everything you could want to know about 
the Civilizatim world. T he entriesare hyperlinked so you can 
jump from one to another with ease 


Interface Conventions 


You play the Civilization 111 game using a combindion of 
both mouse and keyboard. M any people find that the short- 
cut keys significantly speed up their play. 


Throughout the text, we assume that you understand 
Баас mouse functions and terms like "dick and drag.” 
Since not everybody knows these things here are brief 
definitions of how we use the most common terms: 


e “Click” means to place the mouse pointer over an 
area of the screen and dick the left mouse button; 
e “Right-didk” isto dick with the right mouse button. 
* “Click and hold" means to hold down the mouse 
button. 

* “Drag” isto hold a button down while moving 


* “Select” means to click on something. 
e “Press (a button)" means to dick on one of the 
onscreen buttons 


* “Scroll” is (1) to drag the button along a dider bar 
to see more information than an onscreen box can 
hold, or (2) to place the mouse pointer at the edge 
of the screen so that the map “scrolls” to howa dif- 
ferent area. L 


г T 
The Map: T he game uses an isometric grid. T his means 
each terrain square (азо cdled atile is roughly diamond 
shaped, es № you are viewing it from an angle Movement 
proceeds dong the eight poi nts of the compass (up, down, 
left, right, and tne diagonals). Some players have difficulty 
getting used to this view, finding it hard, for example to tell 
whereacity'sradiusbeginsand ends If you havethis prob- 
lem, try using the Show Мар Grid option ([Ctrl]T-IG]. 
This outlines each mep square with a thin border. 
Shortcut keys: Almost all of the orders and options have 
ashortcut ([R] for R oads for exanple). Pressing this key 


or combination of keys has the same effect as dicking the 
order or option. 


Cursors: T he mouse pointer, or cursor, has a few differ- 
ent shapes in the game, depending on your current game 
tak. 
ls Your normal cursor isusually visbleYou usethis 
just like you normally do—to click on options 
buttons and зо on 


: A flashing highlight around a unit indicates that 
thisisthe active unit. U se the number keypad on 
your keyboard to order this unit to move— or 
you can click an order to give the unit other 
orders 





©) When you give a unit the order to Bombard, 
your cursor Changes to cross hairs U se the cross 
hairs to select the target of the bombardment. (If 
the cursor becomes anything other than cross 
hairs you've moved it outside the effective range 
of the bombardment.) Only certain units have 
this ability; check the Civilopedia entry for aunit 
if you suspect it might be capable of bombard- 

ment. 
€ A number and a tral leading back to the active 
~ unit indicates that when you releege the mouse 
button, the active unit will begin moving toward 
the indicated square See “GoTo Orders’ in 
Chapter 7: Terrain and Movement for com- 


plete details 
«> When you giveaunit the order to Paradrop, your 
т cursor changes to a parachute Us this to select 


the target square for the drop; acrossed out chute 
indicetes that the square your cursor isover isnot 
avdid target. See" Airdrop Orders’ in Chapter 7: 
Terrain and Movement for complete details 

am Some text in the game contains hyperlinksto the 
Civilopedia Click with the hand icon to jump to 
tha entry. 

Dialog box buttons W hen adidog box isonscreen, dick 

the circle icon for OK or the X icon for Cancd. 


Info Box 


The Info Box is dedicated to information on the current 
active unit and on the satus of your civilization and your 
game T here are two buttons on the edge of this box: 

| F : "| Initiate Diplomacy requests a didogue with 
d - a sdected riva leader. You cen only use this to 


| 7 contact those leaders with whom you already 
5 have communications 


Lu. Ч Click on Initiate Espionage when you 


have espionage options available to establish 
м "d embessies and plant spies. 
— 


The following informetion is included in the Info Box, not 


necesserily in this order: 

* Unit icon: he active unit is represented by itsicon.T his 
icon includes the nationdity color and the bar noting 
damage status. 

¢ Move indicator: T his tracks how much of its movement 
allowance the unit has left in this turn. Green means a 
full allowance remains yellow means the unit has moved, 
but it still has some allowance left; red means thet the unit 
has used up its entire dlowance 

+ Nationality: T he unit's naiondity (if it's different from 
that of its owner) islised jus: before the unit's type 

* Type: This isthe name of the type of unit—C ариу, for 
example 

* Rank: If the unit is a military unit, the Info Box tells you 
its experience level — conscri pt, regular, veteran, or dite 

* A/ D/ M rating: T heunit's attack, defense and movement 
retingsarelised, dong with the number of movement points 
remaining to the unit. Also remember that units beginning 
on a square containing a railroad and moving along 
the railroad spend no movement points until they leave the 
railroad. 

* Terrain: T hislisstheterrain type of the square in which 
tneunit islocated. 





* Government: Below the unit icon, the Info Box lists 
your civilization's name and current form of government. 





Icon Unit Info 
4P So is 


E/ 
Settler 


=“: 
0901/1 A/D/M 
f Pains 
Rome - Despotism (5 5.0) 
4000 BC 10 Gold («0 pegtum) 
> | 


General Info The Info 
Box 












* рае The dae is reported in years BC or AD. A normal 
game beginsin 4000 BC. Each turn represents the passing 
of a period of years Depending on the current date turns 
might be 20, 25, 40, or 50 years long. 


* Treasury: T hisfigure reportsthe amount of gold currently 
in your treasury and the rate of change per turn. If it's 
increesi ng, you've got a surplus if it's decreasing, you're 
operating & a deficit. 

e Scientific research: T he resch indicator notes your 
current research god and how many turns are remaining 
before its discovery is completed. 

Above the Info Box are four controls that allow you to eee 

ily access your cities and units and to move units together as 

agroup 
Cycle Cities Click on the left and right 

ED arrowsto cyde through your cities Asyou cycle 
through cities the map automeaticdly centers 
on the selected city. Click on the icon between 
the arrowsto toggle between cyding through dl 
айеѕапа cyding through only the citiesthat are 
currently experiencing Civil Disorder. 


Move Units in Stack: Click on thisbutton to 
give aGoTo order to al of the unitsthat occupy 
the same square as the currently selected unit. 
Units on transports must be unloaded before 
you сап give them a stack GoTo order. 


Note: Stacked units move a the movement 
гае of the dowes unit in the stack. 


Move Units of Same Type in Stack: Click 
on this button to give a GoTo order to al units 
of the same type as the currently selected unit 
in thet unit's square For example if the selected 
unit isan Archer, dl Archersin the same square 
follow the GoTo order but non-Archer unitsdo 
not. 


Note Stacked air units given a GoTo order 
automaicaly rebas to the destination location 
if posible 

Cycle Units Click on theleft and right arrows 
to cycle through your active units As you cycle 
through your units the map automaticaly cen- 
ters on the selected unit. Units that are auto- 
mated, fortified, or otherwise not awaiting 
orders are ski pped. 


Click on the icon between the arrowsto switch 
between cycling through all active units and 
only units of the currently sdected type (For 
example if you have a Spearman selected and 
you set this control to Toggle Units By Type 
dicking on the arrows cycles only through 
Spearman units) 





Я SETTING UP 
A GAME 





? "If! hed the 
power to rerreke 
theward ..ahh, 
but that is fdly.” 


When you launch the game the opening animation begins 
You can wach it through, or you can dick the left mouse 
button or press any key to cut it short. 

Beginning a game mesnschoosng the circumstencesin which 
you went to play Your optionsinclude specifying the number 
of opponents and customizing the world you'll explore 


Your First Decision 


Setting up a game means meking easy decisons on a series 
of options screens T he first menu is where it all begins 
New Game: Begin an entirely new game Choosing this 
option means going through the pre game options screens, 
which we explain below. 
Quick Start Stat a new game using the same game s+ 
tings as the lat N ew Gare played. 
Load Game: Load and continue aprevioudy saved gare. 
A dialog box lists all of the saved games available Choose 
the game you wish to load. 


Conquests 


Click on thisoption to enter the C onquess М enu.T here are 
three Introductory Conquess designed to familiarize you 
with basic gameplay concepts T he Introductory Conquests 
eppeer first on the lit and have aO a the tart of their пате 
These feature new tribes along with Locked Alliances 





R everse Cepture the Flag, new Tech Trees and more We 
highly recommend thet you play these first! 

Listed below thelntroductory C onquessare 9 fully featured 
Civ- style gameplay experiences that will push your skillsto 
their limits Each Conquest wes specialy crafted to provide 
anew and interesting Civilization experience Plees read the 
CivilopediaendTech Tree information to become acquainted 
with tne C onques- You ould ignore standard Civ 11 rules 

unit setti ngs and wonder effectsfor each Conquest, ae we pe- 

Gialy designed each to provide tne maximum amount of 
gameplay and experience without limiting ourselves to the 
previous rules 

Clicking оп aConques'sname will provide key information 
regarding the victory conditions mep, playable tribes and 
veriousother iterreto asst you in choosingthetribe you wish 
to play 

To sart a Conquest, double-click its name or highlight its 
name and click on Load. 


Civ-Content 

Choose this option to play different variations of the 
Civilization дате Each has been designed to expand on the 
Civilization experience and to alow the player some 
customization with how the game is played. Variants dso 
include playing specific parts of the game to hone your skills 
with the later Eres. 

You cen аз access Fan- Created Content through this menu. 


Multiplayer: Play your choice of multiplayer games 
against human opponents See Chapter 14: Multiplayer 
for more details 


Hall of Fame: See the dandings attained by the most uc- 
cessful rulersin previous games 


Preferences: Sct game preferences. 
Set volume levels for audio options 








Credits Find out who'sresgponsiblefor creating the gme 
Exit Quit the game 


Hall of Fame 

The Hal of Fame Screen shows your progress in the 
ConquessCampaign. Each Conquest islised with the details 
of the game that you scored highest on. T he difficulty level 
tna you beet it on isd% indicated. О псе you win al of the 
Conquests you are awarded with a victory video! 


Click the N ext button in the Campaign Menu to launch 
your next uncompleted Conquest. Beet dl of them and get 
your rewerd! 


Click on the O & the bottom right to continue on to the 
origina Civilizaicn И! Hal of Femme T he civilization- specific 
sorting controls tha: were located around the outside of the 
screen are now avdlable from text buttons a the top of the 
screen. In addition, you can now sort the scores by the col- 
unm subject heading. 

To re-sort the scores dick any column header. T he scoreswill 
re-sort in ascending order based on the information in the 
column you select. Click on a column header again to change 
the sort order from ascending to descending order. 





The Conquests 


Mesopotamia 


3 Mesopotamiaisthe" cradle of 
dvilization” and weshorre to 
al seven of the “Greet Won- 
ders of the Ancient World.” 
The map stretches from the 
mountains of Greece east to 
the hills of Persa and south to the N ile rive. T he game ends 
Б soon as dl sven greet wonders have been built, or when 
a side amessss 5,500 Victory Points or after 160 turns — 
whichever happens first. Victory points awarded for com- 
pleting wonders are doubled in this scenario. 





Rise of Rome 

It is more than 2,300 years 
ago, end the M editerranean 
Seaisin turmoil. To the ee, 
Macedon and Persa are 
locked in a deadly war to 
decide the dominant power 
inAsaMinor. Farther weg, the young city of R omeisbegin- 
ning to challenge mighty Carthage for control of the central 
M editerraneen.Are you prepared to grag the rei nsof power, 
end lead your people to the heights of glory and wealth — 
at the point of a Sword and the tip of a spear? 


Fall of Rome 





Emperor Constantine has 
divided tne R omen Empire 
into two. The Western haf, 
with its capita a Rome is 
beset with barbarians on all 
borders T he Eastern portion 
of the Empire hard a work building their new capital of 
Constantinople faces danger æ well, from both barbarians 





end the strengthening Sessenid Persans How long can the 
once greet empire survive? Corruption is rampant already, 
and if either half of the empire loseseight cities it will surely 
collapsa 


Middle Ages 


In 843, the greet empire of 
Charlemagne is divided into 
three parts The Christian 
leaders of these kingdoms of 
English, Franks Germensand 
Burgundianseach have aholy 
relic that needs to be returned to Jerusalem (to earn 10,000 
bonusVictory Points). A fourth relic reddes with Alfred the 
Greet in his fledging English nation to the north. Play æ 
either one of these four Christian civilizations, one of four 
Viking powers one of four Arab powers ог asthe Byzantines 
Who can rule the greetest kingdom of the Middle Ages by 
the year 1453? 





Mesoamerica 

The Mesoamerican cultures of the 
Pre-Columbian era have captured the 
imagination of anthropologists and 
historians dike From the industrious | nca 
and their imperial road sytem, to the 
magnificent temples of Mayen Tika, and 
on into centra M exico where the mighty Aztecs paid blood 
homage to the god- king Quetzalcoal, these cultures tood 
æ a testament to the ingenuity and glory of ancient men. 
Can you, æ either the Aztecs the Maya or the Inca lead 
your people to victory, and forge an empire to withstand the 
coming of the Conquistadors? 








Age of Discovery 


Play as one of five European 
powers (England, France 
Spain, Portugal or the real 
underdog ... the Dutch) as 
you explore the N ev World 
and Africa Set up plantetions 
and mines in these new lands to exploit their wealth. T hen 
bring these treasures back avoiding priveteersto scoreV ictory 
Points and add gold to your treasury. 

Alternatively (and even harder than the Dutch), play as the 
Aztecs Inces or Mayans trying to tem the tide of European 
domination long enough to win a one-city cultura victory. 





Sengoku 

Тре Sengoku period in Japan 
spens the Onin war in 1467, 
the emergence of Oda 
Nobunaga into Kyoto in 
1568, and the establishment 
oftheTokugawashogunaein 
1603. It wasin this period tha: battles large and smal, raged 
throughout Japan as werlords fought for the title of Shogun. 
War tactics changed drastically following the introduction 
of gunpowder and firearms by the Portuguese in 1543. Will 
you be able to battle and scheme your way into to the 
position of Shogun? 





Napoleonic Europe 


The age of Napoleon has 
arrived! Nationalism is 
| Sweeping through the lands 
| Strong infantry and cavalry 
| forcesof anewly rejuvenated 
! Frence under the direction of 
severa greet military leaders, stend ready to bring" reforms" 
to the other nations of Europe Across the channd, England 
isin alocked alliance with Portuga, the N etherlands and the 
Kingdom of Naples Other countries are undigned — but 
not unintereted in the future shape of Europe Can 
Napoleon conquer al, or will the other nations work 
together to contain his imperialistic motives? 


World War II in the Pacific 

War hes been declared! It is 
December, 1941 and the 
"peaceful" Pacific Ocean is 
about to witness the full 
fury of air, navd and land 
warfare duringWorld Wer 11. 
A military-rich but resource-poor Japan has dangerous assault 
forces poised to attack complacent Allied bases in Mdaya 
and the Philippines Far to the northeest, near Hawai, a 
powerful Japanese пема- air trike force iswithin range of the 
“unsuspecting” U.S. fleet stationed near Honolulu. 


Choose Your World 


If you choose М ew Gare the next two screens dlow you to 
set up the game to your preferences T he first of these gives 
you control over dl the important aspects of the planet that 
you'll be exploring. T here are a number of options which 
we'll describe in amoment. 








When you are happy with all your choices dick on the 
O button to continue to that screen. To return to the Main 
menu, click on the X button. 





ld Mesa vier Сойер Land Mass and Water Coverage 
This option sets the percentage of terrain squares that are 
water versus land, as well asthe form of that land. T here are 
Barbarian threeWeter C overage settings, each with three potentia Land 
Activity Mass settings 
80% Ocean: Choosing this option gives your world a 
ата! number of land squaresand alarger number of ocean 
squares. 
70% Ocean: T his option yields land and ocean squares 
roughly equivalent to that of our own Earth. 
60% Ocean:T hisoption producesalarger number of land 
squares and a madl number of ocean squares 
Archipelago: T hisoption produceslarge numbers of rel- 
&ively smdl continents 
Continents T hisoption yieldsafew large land messesand 
afew smaler ones 
















































































Werld Size Pangaea: Choosing this gives you one large superconti- 
By choosing the sze of the mep, you determine how much nent. 
territory there is and, to a large degree, how long the game Random: T hisoption randomly selects settings for Water 
takes to play Coverage and Land Mass 

Tiny: This ize map leeds to short, intensely contested : 

games. Tribes find each other quickly. Climate 


Small: T hese games аге dightly less intense than those оп 
tiny meps You'll sill run into your opponents quickly. 


This parameter sets the relative frequency with which par- 
ticular terrain types—especialy Desert and Jungle—occur. 


Standard: T his isthe standard size map. 


Large: This sprawling map takes longer to explore and 
exploit. Consequently, games go on longer. 

Huge Gamess played on this Size map allow plenty of 
development time before tribes meet one another. Wars 
tend to be prolonged and tough. You'll have to work hard 
to dominae this аге world before you run out of game 
time 


Arid: Choosing this option gives your world a larger 
number of dry terrain squares such as Plans and Desert. 
Normal: T his option yields about equal numbers of wet 
and dry terrain squares 

Wet T his option produces a larger number of wet terran 
squares, such asJungle and Flood Plan. 

Random: Ц sethisoption if you want the Climete setting 
chosen for you. 





Age 
This parameter determines how long erosion, continental 
drift, and tectonic activity have had to sculpt your world. 
3 BillionYears T hisoption yieldsa young, rough world, 
in which terrain types occur in clusters. 


4 Billion Years T his option yields a middle-aged world, 
one in which plate tectonics have been acting to diversify 
terrain. 


5 Billion Years T hisoption produces an old world, one 
in which thetectonicshave settled down somewhat, alow- 
ing erosion and other naura forces to soften the terrain 
features 


Random:T his option sdects an Age setting гё random. 


Temperature 
This parameter determines the relative frequency with which 
particular terrain types occur. 


Cool:T hisoption produceslarger numbersof cold and cool 
terrain squares likeTundra 


Temperate: Choos ng thisoption givesyour world an aver- 
age number of each terrain type 

Warm: T hisoption yields a larger amount of tropical ter- 
rain, like Deserts and Junges 

Random: This option selects a Temperature setting аё 
rendom. 


Barbarian 

You сап dso set the level of barbarian activity in the game 
No Barbarians: Players who really hate barbarians can 
choos to play in thisideal barbariar- free world. 


Sedentary: Barbarians are restricted to their encamp- 
ments. T he surrounding terrain is free of their mischief. 


Roaming: Barbarian settlements occadondly appear, but 
less frequently and in srdler numberstnan a higher levels 
Thisisthe standard level of barbarian activity. 


"EG 


Restless Barbarians appear in moderate up to significant 
numbers, at shorter intervals then at lower levels 
Raging: You aked for it! The world isfull of barbarians and 
they appesr in large numbers 

Random:T hisoption randomly sdectsaBarbariaen sting. 


Player Setup 


T hesecond screen of optionsiswhere you decide who you'll 
be and how tough achdlenge you're ready for. You can also 
customize gameplay. | n the center is your Leader Portrait, a 
preview of how you'll appear to other civilizations in the 
game. All around it are the various options which we'll 
describe in amoment. 


When you are happy with all your choices click the О icon 
to begin the game To return to theWorld Setup screen, sdect 
the X icon. 


Your Civilization Your Portrait Үоиг Name Your Opponents 









eccere 


eccccce 




















Your Civilization 


Select the tribe you went to rule from the options available 
Every tribe has different strengths weaknesses, and one 
special unit, as listed in the chart on pages 28 and 29. 
Agricultural: Base city squares produce 1 additiond food. 
Irrigated deserts produce extra food. Cheaper city 
improvement coss on Aqueducts R ecyding Plant, and 
Solar Plants 
Commercial: Citieswith large populations produce extra 
commerce. Levels of corruption are lower. 
Expansionist: Begin the game with a Scout. Barbarian 
villages are more lucrative 
Industrious Workers complete jobs faster. Cities with 
large populations produce extra shi elds 
Militaristic: Military city improvements (like Barracks 
and Coastal Fortress) are cheaper. Unit promotions (to 
regular, veteran, and dite) occur more frequently. 
Religious: R digious city improvements (like Temples 
and сапесгаѕ ae cheaper. Anarchy lasts one turn for 
К digious civilizations 
Scientific: Scientific city improvements (like Libraries 
and Universties) ae cheaper. Gdn a bonus civilization 
advance at the start of each new era 
Seafaring: Tend to dat near the ocean. Coada cities 
receive bonus commerce in the base city square Ships 
move faster and have a reduced chance of sinking in the 
sea or ocean. Cheaper " water- based" city improvements 


If you'd like to rename yourself, just select the default leader 
name for your civilization and type in your new name 


Your Rivals 

Along the right of this screen are dots for the other civiliza- 

tions that will be in the game Using thes you cen control 

how many competitors you face and— within limits—who 

they areYou can set each dot to one of three states 

* None meensthe no dvilization isin that dot. If you want 
to play against fewer than the maxi mum number of com- 
petitors close а few dots 

* A Filled dot contans the пате of a specific civilization 
that you've selected. T his guarantees that the tribe you 
chose will be in the game when it starts 

¢ Random is the option to use when you don't want to 
close the dot, but you don't want to choose a specific civ- 
ilizetion either. T hegame will choose an opponent for you. 
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Difficulty Levels 


Choosethe level of difficulty at which you wish to play T here 
are a number of new features and adjustments thet will not 
be familiar to playersof previous versions If you are used to 
playing the Civilization дате a a particular level, we recom- 
mend that you start your first Civilization 111 game oneor two 
levels of difficulty æser. (М ew players don't need to worry, 
as they have no bad habitsto break.) 
A number of factors are adjusted at each difficulty level, 
includi ng the genera level of discontent among your citizens 
end the average creftiness and intelligence of theAl leaders 
Chieftain: This eset leva is recommended for firs- 
time players 
Warlord: Warlord leve bet suits the occesiond player 
who doesnt want too difficult atest. 
Prince Atthisdifficulty level, everythi ng comesmuch less 
easly and your rivds are significantly better at managing 
their empires You need some experience and skill to win. 
Monarch: Experienced and skilled players often play at 
thislevel, where the crafty enemy leaders and the unstable 
attitude of your citizens combine to present a significant 
chdlenge 
Emperor: T hislevel is for those who feel the need to be 
humbled. Your opponents will no longer pull their 
punches if you want to win, you'll have to earn it. 
Demigod: For the зегвопед megdommiac who seeks a 
more challenging game but isn't quite ready for the ulti- 
mete Civ chdlenge 
Diety: Bruta, unforgiving and merciless three words used 
to describe your competition a this level. You'll need 
honed skills and good fortune to conquer at this leva. 
Sid: For those who think they have whet it taxes, ме 
offer the most punishing AI difficulty level ever seen in 
Civilization. Good luck, you'll need it. 


Game Rules 


Tweeking the parameters of the game can change the whole 
flavor of the challenge T he custom rules offer several differ- 
ent possibilities (If you mes up you can reset to the default 
gandards by clicking Standard R ules) 


Allow Domination Victory : If this box is checked, 
players can win by conquering and controlling two-thirds 
of the world's territory. T he other civilizations or what's 
left of them, capitulate to your rule 


Allow Diplomatic Victory: Unless this option is 
unchecked, leaders can win by purely diplomatic means 
To be successful, aruler must be elected Secretary- Genera 
through a vote of the U nited N ations 


Allow Cultural Victory: Маке sure this option is 
checked, and any civilization can win the game through 
overwhelming cultural dominance For success a nation 
must have achieved acertain level of cultural advencement. 


Allow Space RaceVictory: W hen this box is checked, 
players can build spaceship parts and win the game by 
being the first to launch aspaceshi p bound forAlphaC enteuri. 
Allow Conquest Victory: If this box is checked, players 
can win by eliminating dl riva nations If you're the last 
one sanding, you rule the world. 

Allow Civ-Specific Abilities: T his option controls the 
diversity factor. W hen itschecked, each dvilizetion hasitsown 
unique strengths end weeknesss (es listed earlier in this ssc- 
tion). Turning this off is handy for levding the playing field. 
Culturally Linked Start Locations: When this option 
is checked, dl civilizations tart the game grouped on the 
mep according to their culture groups — American, Asian, 
European, M editerreneen, and Mid East. In other words 
а! American civilizations tart the game close to one 
enother, all of the Asan civilizations start the game close 
to one another, and so on. 


Respawn А! Players When thisoption is checked, com- 
puter- controlled civilizations that ere eliminated early in 





the game are "reborn" as new civilizations If you don't 
wantAl civilizationsto reaopear after you defeat them, un- 
check this option. 


Preserve Random Seed: W hen this option is checked, 
the sae of the current game's random number generator 
is locked when you save a дате зо that saving and load- 
ing have no effect on rendom events in the game 


Here'san example R ight after you seve your game one of 
your units is attacked and destroyed by an enemy unit. You 
can reload your last save and allow the combet to occur 
again. If the Preserve R andom Seed option isnot checked, 

a new random number is generated when the game is 
reloaded, and the results of the combat might be different. 

If the Preserve R andom Seed option ischecked, the result 
of the combat is dwaysthe same because the origina ran- 

dom number tha: governed the combat is preserved in 
each save 


Accelerated Production: When this option is checked, 
the number of food, shields and commerce generated by 
cities each turn is doubled. Accelerated production speeds 
up the game by increasing the rete of population growth 
and scientific research and decreasing production time 
Regicide If thisbox ischecked, playerscen win by killing 
the enemy "king" unit. See Chapter 13: Winning the 
Game for more information. 

Mass Regicide: If this box ischecked, playerscan win by 
killing al enemy "king" units See Chapter 13: Winning 
the Game for more information. 

Elimination: |f this box is checked, players ae dimi- 
nated when they lose adity See Chapter 13: Winning the 
Game for more information. 

Victory Point Scoring: T hisoption dlowsyou to score 
points by occupying designated Victory Point Locations 
killing enemy units or barbarians capturing enemy cities 
buildingWonders, researching or capturing princesses See 
Chapter 13:Winning the Game for more informetion. 


Capture the Princess When this box is checked, play- 
ers can score victory points by capturing another player's 
“princes” unit. See Chapter 13: Winning the Gamefor 
more information. 


Allow for Cultural Conversons W hen enabled, cul- 
turdly week cities adjacent to culturally strong onesmight 
defect and join their culturdly superior neighbor. Default 
isON. 


Reverse Capture the Flag: T hisisnot an option that can 
be sdlected. Certain Conquests and player- made scenarios 
will havetnisvictory condition enabled. If it'senabled, you 
will see it highlighted. For exanple the “Three Sisters 
Introductory Conquet” has this option enabled to allow 
you to return the artifact to the volcano. 

Game Limits Click on thisto customize your victory 
conditionsto meet your needs Turn # can be reduced and 
many limits (indicators that the game is over) cen be 
adjusted in this menu. 

Adjustable Al Aggressiveness: Before tarti ng the game 
dick how aggressive you want theAl players to be N or- 
ma mens that the А! acts based on the tribe's default 
aggress veness setti ng. 


Ready, Set, Go 


When you are sdisfied with your settings click the O icon 
to sart your game A box pops up welcoming you to your 
position asleader and detailing the accomplishments of your 
culture thus far. When you finish reading the screen, press 
[Enter] or 
dick the O 
icon to begin 
ruling. 























Civilization III Editor 


Civilization 111 Compeeincludes a full-featured editor that 
dlows you to create new maps and edit existing maps T he 
editor also allows you to control and edit every agpect of the 
game necessary to design and create customized scenarios 


The editor is automaicaly insalled when you install the 
дате end is loceted in the “C onquess’ folder. To run the 
editor, navigate to the Conquest folder and double-click 
Civ3C onquestsé dit. 

For alist of feeturesand complete instruction on how to use 
the editor, see the Editor Help file To run the Editor Help 
file navigate to tne Conquests folder and double-click the 
Civ3ConquestsEdit help file You can dso accessal of the 
help topics from the Н ар menu while running the editor. 





peis wath noe 
than a werehouse 
full of inscribed 
day teids” 


First of all, we'd like to welcorne you to the Civilization fam- 
ily. T he game is easy to learn, but we've found that it helps 
to introduce new players to the Баас elements T hat's what 
this chapter is for. To meke it more interesting, we'll use an 
imaginary sample game to illustrate the main points Keep in 
mind thet thisisasmpleintroduction to the gams and it only 
touches briefly on game concepts If you want more infor- 
mation on anything, detailed descriptions can be found in the 
other sections of this manud. 


Building Your First City 


To begin, le’sassume we've tated agame at Chieftain level, 
the егне difficulty option avdlable T he game tartson the 
first turn, in 4000 BC.Your civilization consists of a band of 
wandering homesteaders a Settler, and their industriouscom- 
penions, aWorker. (You could aso have a Scout, but not in 
this imaginary game.) Your first tak isto move the Settler to 
astetha is suitable for the consruction of your first city. 


Finding suitable locetionsfor cities especially your firs, isone 
of the most important decisons you make in the game In 
order to survive and grow, each dty mus: have access to dl 
three resource types food (represented by breed), production 
(represented by shields), and income from commerce (repre- 
sented by coins). T he map isdivided into individua “squares,” 
each of which contains a specific type of terrain. Each ter- 
rain type yields the three resources in differing amounts 
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A good city site providesa variety of resources М огппеЙу, tne 
lines dividing the mep squares are invisible To see how the 
terran isdivided, press [Ctrl]- [G] to turn on the map grid. 
Press [Ctrl]- [G] agan to remove the grid lines 


Before you move your Settler, take the time to examine the 
surrounding terrain. R ight- dick on any unoccupied, visible 
square, and a pop-up opens It litsthe terrain type any fea 
turesin the square and the output you can expect from the 
terrain. 


Мое that only nine map squares are visible T his represents 
the extent to which your civilization hesexplored the world. 

T he surrounding dark areas represent unexplored terrai n You 
cen build acity on any terrain square except for water (Coast, 

Sea and Ocean) or Mountains As mentioned earlier, each 
terran type yields differing proportions of resources, so the 
type of terrain you choo for acity ste determi nesthe level 

of the city's success 


Our imaginary Settler happens to be on a Grasdand square 
N ormdly, Gresdand producestwo food when worked by one 
of your citizens Some Grasdands have a smdl symbol in the 
center of the square (a rocky tuft). T hat meensthat these otra 
fertile Gresdand squaresadso yield one shield when worked (in 
addition to the norma output). 


Forest squares, which produce only one food but two shields 
aso appear nearby. The Forex to the northwest of our 


starting point contains the village of a minor tribe this can 
have many different ramificationsfor your civilization, which 
we will go into detail alittle later on. 


A couple of Coast squares are also nearby T he Coat terran 
type produces one food and two income from commerce 
when worked by one of your citizens Two of the Coast 
squares contein Fish (one of many pedd resourcesavdlable), 
which provides three food and two commerce T he multiple 
Fish meke this an excellent ste for a city. 


You havethe option of moving around to find asuitable city 
ste. If the neerby terrain is less than optima, it is worth 
doing so, considering the importance of proper city place- 

ment. You shouldn't waste too much time looking, however. 

Settlers move only one square per turn, and many yers pass 
every turn this erly in the game. Luckily, our imagined tart- 

ing postion is excellent; the loca terrain provides a diverse 
resource mix, we're adjacent to an ocean coast, and Gresdand 
squares make good city locations 


We build our first city by clicking the Build City Orders 
button or pressing [B]. T he suggested nameisfine so we end 
up with Weshington. 


Examining the City Display 

A newly built city hasa population size of 1, so it'sjust ato. 
(It becomes а dty when it grows to size 7.) As soon æ the 
town isbuilt, anew window cdled the City Display appears 
It gives detailed information on the town's current status 
including the amount of each thing produced, the item cur- 
rently being built, and the size and attitude of the population. 


Our firs priority isto check the satusof thetown'sresources 
T he Population В oger hows Һа the town of Washington 
has one citizen, and he is content. U зау, each citizen in a 
cty isworking in one of the surrounding terrain squares gen- 
erating resources for the city'suse As new citizens аге added, 
they're put to work in the most productive terrain square 
avdlable In this case the city's single reddent islaboringina 
Coast square thet сопіапѕа Fish. 





Strategic Resources Box Population Roster 











Improvements Roster Luxuries 


Box 


You have the option of moving citizens to different terrain 
squares if you went to produce different combinations of 
resources І n our situation, we cen see by the iconson the mep 
of the City В adius that the Fish square is generating three 
food and two coins If we were to click that Fish square the 
citizen working there would betaken off duty.We could then 
click on another square to assign this idle citizen to it. 


The amount of each resource produced is based on terrain 
type Normally, each city can assign citizens to generate 
resources in any of the 20 surrounding terrain squares Since 
this city is new, however, the workable radius is temporarily 
limited to the nearest eight. T he pattern of 21 squares with 
the city & the center iscdled the City В adius In addition to 
the terrain squares in the City В adius the city square itself 
aways generates resources Like the squares worked by your 
citizens, the number and type of resources produced in the 
city square is dependent on the terrain type (Some game 


circumstances can deny you access to the resources in 
some of the squares in the City R adius We discuss those in 
Chapter 6: T he Basics of Towns and Cities) 


Our littletown iscurrently generating five unitsof food. Each 
citizen requires two units of food each turn in order to sur- 

vive, зо we have a ne excess of three Excess food accumu- 

latesin theFood Storage Box. T he more surplusfood the city 
generates, the faster it grows Weshington is also generating 
two shields Shieldsrepresent the raw rmmeterialsand labor used 
for building new units and city improvements T he shields 
generated each turn go directly into the Production Box. 

Finally, the city is producing four coins which represent 
income from taxes on commerce T his income is divided to 
three purposes supporting scientific research, creating enter- 

tainment for your citizens and enriching your treasury. You 
control how much goesto each using the Science and Enter- 

tanment Sliders which we cover dsewhere 


Before we leave the City Display we have to mention the 
Improvements R oster. This 145 dl the city improvements 
and Wonders in the city. At tne dart of the game our first 
city has only a Palace T he Pdace denotes that Washington is 
our civilization's cepital. 


Early Priorities 


T here's a lot of information to asmilae & the start of the 
gare, and it can be hard to know whet you should do first. 
To thrive keep these five priorities in mind early in the 
game: defense research, growth, exploration, and culture 
Defense Top priority isdefending our capita from poten- 
tid enemies Who knows who might be lurking in all that 
unexplored territory?We must build a military unit. W hen 
the town isfounded, it almost dwaysautornaicaly begins 
to construct a defensive unit. T he Production Box shows 
that Washington is building a Warrior. 
Research: A portion of our per-turn income is used to 
research new civilization advances Advances are new dis 
coveries and technologiestha allow usto build newer and 





better military units city improvements and Wonders of 
theWorld. 

Growth: T he surplus food generated by the town even- 
tually leadsto population growth.W hen tne Food Storage 
Вох iscompletely filled, anew citizen isadded to the pop- 
ulation (and the box is emptied). Steady city growth leads 
to increesed productivity and the ability to expand our civ- 
ilizetion by building Settlers and Workersto colonize and 
tame the wilderness 


Exploration: |f you don't explore the dark arees of the 
map, you have no way of knowing whet benefits and dan- 
gersare lurking there By using spare unitsto explore the 
world, you can discover the villages of minor tribes(which 
might provide all sorts of benefits), good potentia stesfor 
new cities and neighboring dvilizetions 

Culture: Eventualy, you'll want to expand your city's 
sphere of influence This is your national border, and 
resources within it are yours to exploit. When you can 
afford to, you should build city improvements that con- 
tribute to culture A Palace is one of these so you have a 
head tart. 


Researching Civilization 
Advances 


When we finish with Washington (for now) and close the 
City Display the first turn ends At the tart of the next turn, 
we're prompted to choose the first civilization advance we 
want to research. 


At the moment, 
our civilization 
hasonly minima Pme 
knowledge We Science Advisor 
have the three [шеру : 

basic skills that 
are aways aal- 
cbleatthestart— 











Irrigation, Mining, and В oads— plus one or two that were 
granted (as happensin some games) for no cost. T he bulk of 
your knowledge throughout the game is gained through 
research. M any different dretegiesare posi ble each dicteting 
the order in which you should research advances For this 
gams we'll adopt а conservative defensive strategy You can 
experiment with research strategies of your own as you 
become more familiar with the game 


We ignore the Science Advisor's suggestion and click the 
arrow next to it. From the pull- down list, we choose Bronze 
Waking Why? T he discovery of BronzeWorking will alow 
us to build the Spearman unit. Soearmen are twice as effec- 

tive at defending cities eeWarriors 


The amount of time required to research adiscovery is based 
on the amount of science our civilization (in thiscese theone 
city) isgenerating. Remember, science funding istaken from 
tax income Weclick on the Advisorsicon, which opensthe 
Domestic Advisor's report. We can see here that it will take 
five turns to discover Bronze Working. If that’s too fast or 
(more likely) not fast enough, we can move the dider left or 
right to decrease or increese the percentage of our income 
aloceted to science (You can't alot more than 100%— по 
deficit spending!) If we budget too much to reseerch, though, 
our treasury suffers 
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Looking a the date we see that severd years of game time 
have pasad. Early turns each span a number of years As the 
game progresses, the turns get shorter, dropping eventudly to 
one yeer apiece. 


Meanwhile, Back in the City... 


Now, let’steke alook at what happened in our town between 
turns We double-click onWeashington (on the map) to open 
the City Display А few things have changed since we first 
looked. For one the Food Storage Box is no longer empty. 
T his is the surplus food that wes generated on the first turn. 
Its tored here for later use А note neer the box tells us that 
it will be nine turns before enough food accurnulates for the 
city to grow. 

T he Production Box isd% no longer empty. T heshieldsgen- 
erated on the first turn were used to help build theWerrior. 
It's now only four turns from completion. 


We press [Enter] to leave the City Display 


First Military Unit 

When the fifth turn rolls around, Weshington has just built 
our first military unit. The Warrior is standing in the city 
square with a marker flashing on and off around its feet.T his 
meens the unit is active— ready to receive orders 


You can do two things with atown'sfirs military unit. You 
could use the unit to defend the city In most caes it is 
unwise to leave a city undefended. T hisis especially true if 
you know that an enemy unit is nearby. Early in the game 
however, the world is soarsely populated, so you can таке a 
chance and send the unit out to explore 


If you're ё all curious you probably want to sse what that 
minortribeto the northwest hasin storefor us We could find 
enother Warrior—or something better. Since the results of 
encountering a minor tribe are unpredictable the cons 
quences might not be beneficia. We'll take the chance and 
move the Warrior to the northwest by pressing [7] on the 
numeric keypad (na: [7] on the top row of the keyboard). 


N ote that when a unit moves next to a dark area, any black 
squares around it are reveded. M os: units œn “see” one square 
around them, unlessthey're on ahill or mountain. T hisishow 
you explore (and claim!) the neighboring terrain. At this 
point, our Warrior hasnot entered any unknown territory, so 
we can only see the same 21 squares that we could a the 
beginning. 

The turn ends autometicaly when our lat unit finishes its 
movement. Since Warriors can move only one square per 
turn, our turn isnow over. 


First Civilization Advance 


We'll go back to exploring the world in amoment. For now, 
something interesting has 
happened. At the tat of 
thisturn, tne ScienceAdvi- 
sor announces that our 
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pedia entry for your new 
technology. T he Civilopedia is an in-game encyclopedia of 
gemeinformation.T he entry for each advance shows (among 
other things al the new units improvements, and Wonders 
you can build æ a result of the discovery. 


It'sonce again ti meto choose aresearch project. T he Science 
Advisor gives us his suggesion and the list of choices T his 
time we'll select the Big Picture option. Our ScienceAdvi- 
sor presents us with a detailed map of all the advencesin the 
gare. Usingthis"Tech Tree" we can explore poss ble future 
research paths and develop a long-term plan. 





BronzeWorking allows usto build Spearmen, and it dlows 
research into | ron Working. Since BronzeWorki ng has pro- 
vided the ability to build a good defensive unit, we can move 
on to aresearch path that enhancesour growth capebility Ve 
click on Pottery, and it's marked as #1, meaning tha: it’s the 
first project in our В earch Queue (For the details on з 
ting up aR eseerch Queue refer to Chapter 9: Civilization 
Advances.) We click Done to return to the map. 


Changing Production 


Before we do anything ds it's time to check up on Wesh- 

ington again. We open the City Display and look a the Pro- 

duction Box. T he city has automatically begun to build 
another Warrior. Unless you give it specific instructions a 
city’s governors will choose what to produce next by guess 

ing аё wheat you want. These guess are based on the pro- 

duction orders you've given throughout the game— but this 
early in the game there's no history of decisonsfor them to 
consult. T hus they jus go on blithely constructing whatever 
they think is best. 

Since the city is still defensdess we need to build a unit to 
protect Washington from possible invaders A Spearman isa 
better defense than aWarrior, зо we dick on the Production 
Box to open the lis of production options Clicking on 
Speermen egi gnsthat unit asthe current construction project. 
The Spearman icon now appears ins de the Production Box 
to indicete that the city is building one We close the City 
Display 


Finding a Miner Tribe 


R emember our Warrior? T he cursor isflashing under it again, 
indicating thet it's once again ready for action. Our initial 
exploration (or darting point) revealed avillageof hutsto the 
помех. T his village which theWerrior is now next to, is 
hometo aminor tribe Minor tribesare not гіма civilizations 
(though some are home to barbarian raiders).T hey are mal 
villages populated with people who might be indined to help 


We're about to meke contact with this minor tribe The 
results of such contact are unpredictable It could result ina 
gift of knowledge or gold, the tribe might send their best war- 
riorsto form a military unit to help us or the tribe might 
decideto join our civilization, either by ceding ustheir town 
or pulling up rootsand forming a Setler. O f course, negative 
eventsare dso possible; the village could be empty or popu- 
lated by hostile barbarians. 


We move theWerrior one square to the west, onto the hut, 
by pressing [4] on the numeric keypad. T he result is good, 
but not greet— we receive agift of gold fromthe minor tribe 
(A military unit would have speeded our exploration con- 
dderably.) 


This early in the game, you're still paying nothing to 
Support your units The first several units are free of 
maintenance costs How many?T hat depends оп а few 
factors inducing your form of government and num- 
ber of cities However, once you've built enough units, 
you'll begin paying support from your treasury оп each 
one over the limit. aty 

If you're over the limit and you receive a unit from а 
minor tribe you ha/e to support it, just as you support 
all your units One coin from your commerce income 
goes to the upkeep of the new unit each turn. If this 
makes your units (as a whole) too expensive, you might 
consider disbanding the least useful of them. (T he con- 
cept of disbanding is explained later.) On the other 
hand, if you capture a unit, it comes free of charge. 





Population Increase 


We move theWarrior around for afew turns exploring the 
area around Weshington. Pretty soon, two things happen. 
First, the population of the town increases to two. Second, 
Washington completes the Spearman it wes building. When 
we open Washington's City Display we sœ that the Food 
Storage Box is now empty. Next turn, it will start filling up 
again, accumulating food for the next population increase. 


The Population В o&er now contains two citizens On the 
mep of the City В adius(the R esource M ap), we can sse that 
tne new citizen is dready at work; specifically, the citizen is 
producing two food and one shield in the Gresdand- Shield 
square northeest of the city T hat’s fine for now. So, athough 
we can change ass gnments if we choose we'll leave the cit- 

izen there 

Asfor production, it'stimeto change again. T hiseerly in the 
дате one defensive unit is adeguate for city protection. We 
click the icon of whatever the city has decided to build and 
select Settler from tne Production menu. It's time to start 
thinking about the next priority: growth. I n order to expand 
acivilization, you need to build other cities and for that, you 
need Settlers H ere'sa potential problem: when acity" builds" 

a Settler, it gives up two of its population to the emigration. 

We have to check the number of turnsit’'ll take to complete 
the Settler agang the number of turns before the town will 

grow to sze3. Luckily, the town will grow before the Settler 
is done, so there will be enough people to go around. 

R dieved, we clos the City Display 


Garrisoning 


М ow the Spearman unit is flashing. In order to protect the 
city, the Spearman must remain inside Weshington. U nits 
provide the bes: protection when they are gerri soned. We gar- 
rison the unit by clicking the Garrison Order button or by 
pressing [Е]. Garrisoned units remain in their city until you 
menually reactivate them. For now, the Spearman should be 
left done to guard Washington. 


The Waiting Game 


Soon, our wise men discover Pottery. In addition to opening 
up afurther research possibility (M ар M aking), Pottery allows 
usto build Granaries which store haf the food when a new 
citizen is produced in a city. This абу improvevert greatly 
speeds the growth of towns and cities 

Our god now isto develop M onarchy. In order to do so, we 
must first research Warrior Code Ceremonia Burid, M ydi- 

cism, and Polytheism. M onarchy isa more advanced form of 
government that helps to increase our productivity. It also 
mekes poss ble the H anging GardensWonder of the World, 

which helps improve the attitude of our entire population. 


N ow tha we have a long-term research goa, we can use the 
Tech Tree's Queuing feature We use the Big Picture option 
to open the Science Advisor's report. R ather than choosing 
Ceremonid Burial asthe next advence to research, we click 
on Monarchy. T he intervening advances are marked as #1 
(Ceremonia Burial), #2 (Warrior Code), #3 (M ysaicism), 
end #4 (Polytheism). Monarchy is #5.A click on the Done 
button, and we're in business 


We need to move forward afew turnsnow, so we'll just move 
our Warrior around to explore abit Soon enough, we're noti- 
fied that Washington has completed the Settler it has been 
building. We choose the Zoom to Washington option in the 
notification box to open the City Display Once there we 
change production so that Weshington is building a Granary. 
Weshington’s population has dropped to 1. T hat's because ав 
we mentioned earlier, Settlers represent citizens who leavethe 
city in order to establish anew city T he population will soon 
increase again, so the town’s reduction in Size isonly tempo- 
rery. We close the City Display. 


Expanding the Empire 


Now it's time to expand the empire We move the Settler 
northwest one square wes one square then southwest three 
squares T he Settler now occupies a Gresdand square near а 





lot of Forest. Pressing [B], we order the Settler to build anew 
town. Again, we could name the city anything we went, but 
we'll just leave the default name of М ew York. 


Important Caveat 


Sending our Setter out on its own like this is danger- 
Ous Settlers are unarmed and cannot defend themselves 
if attacked. Any enemy unit—or even a barbarian 
unit— that comes along can Simply capture our Settler. 
If this is done by an ally, it is of course an act of war— 
but this early in the game, we hae no diplomatic 
agreements with any other civilizations that might be 
nearby. + 

When you send out valuable non-military units, espe- 
cially Settlers and Workers you take a cdaulated risk 
if you choose not to protect them with military units. 


When N ew York's City Display opens we notice a few dif- 
ferences from Washington's when it was first built. Although 
NewYork is producing just asmuch food asWashington did, 
commerce and therefore tax income is significantly lower. 
T ha's because the only special resource to take advantage of 
within М ew York's City R adius isWheet, which produces 
food and shields, but no commerce income 


Here's something to note even though there is still some 
unexplored terrain nearby, once you have established the 
town, all the squares in tne City R adius are illuminated. 
Although 471515 а handy way to find out what’sin those dark 
squares it cen be a naty surprise to find an enemy unit on 
the doorstep of a vulnerable new city. 


The N ewYorkers guessed that we wented them to produce 
a Spearman. Since this city needs to be protected too, a 
Spearman is just what we went, so we close the City Display 
without meking any changes 


When we're notified that we've discovered Ceremonial Bur- 
id, we simply approve the next project. (We'll do the same 
the next few times research choices roll around.) 


In a few more turns New York completes its Spearman. 
N ext, we want thecity to produce aWorker. T he production 
of Workers like Settlers, costs population— only one though, 
rather than two. After meking sure that the town will have ak 
lee& a population of 2 by the time the unit is completed, we 
change the production in М ew York to aWorker. 


While we're waiting for the Worker, we cen explore New 
York's hidden terrain to the west. We move the Spearman 
weg, then march south and north, lighting all that dark ter- 
гап. Finally we bring it back into NewYork and garrison it. 


A few turns later, Washington completes its Granary. We 
chengethe production to another Worker (after another pop- 
ulation check).We сап use these Workersto improve the ter- 
гап around Weshington and М ew York. 


Somewhere dong the line we азо discover an advance and 
start on M ysicism T his will make the OradeWonder pos- 
sible and maybe later we'll try to build it. 


Improving the Terrain 


Soon, N ew York finishes building itsWorker. We change pro- 

duction thereto a Granary W hen theWorker becomes active, 

we move it one square to the northwest (pressing [7] on the 
numeric keypad), onto the Gresdand square. N ext, we open 
NewYork'sCity Display 

When we look & М ewYork'sR esource М ap, we see that the 
Gresdand square northwest of the city is currently genera- 

ing one shield and two food. T hat's not bad, but we can use 
our Worker to improvethe production in that terrain square 
We clos the City Display and, when the Worker becomes 
active click the Build Road Order button or press [R]. 


For the next couple of turns theWorker works on building 
aroad.W hen theWorker becomes active again, there's a road 
leading out of New York to the northwest. We open New 





York'sCity Display again and look & the В esource M ар After 
the construction of the road, the same Gresdand square is 
now generating one commerce in addition to its former 
resources. Not only do we get this benefit, but roads also 
increase movement speed; friendly units move three times 
faster dong a road, no mater whet type of terrain the road 
passes through. 

Even better, the terrain cen be improved further. When the 
Worker becomes active again, we'll click the Build Irriga- 
tion Order button or press [1]. Building irrigation takes 
a bit longer than building roads It's likely that while were 
waiting for theWorker to complete thistak, Washington will 
produce its Worker. We change production to Wealth in 
Washington. This will generate some extra cah. Then we 
send theWorker northeest to build a road and irrigation in 
that Gresdand square 


We dso discover M ysticisn and start work on another civi- 
lization advance Polytheism. M onarchy is next on the list. 


Severa turnslater, the М ew York Worker completesthe irri- 
getion project; the terrain square isnow merked to show that 
it is irrigated. We open the City Display for NewYork and 
note tha: the resource production has not changed гє а result 
of irrigation. Normally, irrigation increases the food output 
of Gresdandsby one Н owever, under D espotism, our current 
sytem of government, any terrain square producing three ог 
more of any resource type hasits production reduced by one 
So, instead of three food, the square dill produces only two. 
This illustrates one of the drawbacks of Despotism and 
explainswhy our reseerch isnow proceeding toward M onar- 
chy, under which such penalties do not exis. 


While were waiting to discover Polytheism and then M onar- 
chy, we send the N ew York Worker southwest into the For- 
еї square and build a road. T hen, we move south and build 
both aroad end irrigation. W hen theWeshi ngton Worker fin- 
ishes building both, we move it one square west and repeat 
the improvement process T hen, we build aroad connecting 
Weshington to М ewYork. 





N either of our cities has any luxuries inside its City В adius 
but if either one did, the road connecting the two would be 
much more than just a boon to travel. W hen any city iscon- 
nected to a luxury— a specid terrain resource (like | ncense) 
that isn't linked to food, production, or commerce—tha"s 
inside your nation's borders one content citizen of the city 
is made happy for each of these luxuries If one of your cities 
has no luxuries of its own but is connected via road, harbor, 
or aárport to a city that does the full benefit of the luxuries 
eppliesto bah cities I n fact, by connecting a number of cities 
end luxuries with a network of roads you can share the lux- 
uries (and the happiness benefits throughout your empire. 
When we findly discover M onarchy, M ap M aking becomes 
our next advence god. Now, it's time to change govern- 
ments Duringthisturn, we're offered the opportunity to start 
a revolution and change governments We choose to do so. 
T here will be a few turns of anarchy before our population 
settles down, so we'll digressjust alittle 


Having Monarchy allows usto build the Hanging Gardens 
Wonder, and when we get M ap M aking, we сап construct the 
Lighthouse each of which grantshuge benefitsto our grow- 
ing civilization. While we will try to complete these soon, 
Wonders are big projects and we have smaller concerns a 
present. So, after the anarchy settles down and our M onarchy 
isfirmly in control, NewYork eventudly completes its Gra- 
nary, and we change production to a military unit. We'll rees- 
sgn Washington to tert working on the Н anging Gardens 


Changing Governments 


By now, we have esteblished аята but thriving civilization. 
Were doing well, but could do better. Here's how we'll 
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of government currently available to us We choose M onar- 
chy, and our civilization is now ruled as one 


Let'steke alook a the effectsof the government change We'll 
open Weshington’s City Display and look a tne production 
changes T he city's food production has increased by three 
Note that the Gresdand square we irrigated earlier is now 
generating three food instead of two. T he rest of the extra 
food iscoming from the city square itsdf and one of the Fish 
squares Commerce income has also increeged es a result of 
the change in government, which has the effect of increas- 
ing the amount of science Shield generation has rema ned 
thesame because none of theterrain currently in use around 
Washington is capable of producing more Пап two shields 
If you look & the City Display for NewYork, you'll notice 
similar increeses in that city as well. 


Meeting Another Civilization 


We decide to explore to the southwest with М ewYork's new 
unit (nd with the vulnerable Worker). Eventudly, we meet 
our neret neighbors the Gerrmmens T heir capital city, Berlin, 
is located some distance away. As soon as we enter German 
territory and run into aGermen unit, their leader requests ап 
audience witn us 


Establishing effective communication with your neighborsis 
vita to success Early in the game you should take any rea 

sonable actionsto ensure that nearby civilizations enjoy your 
company. N ot only does this keep your civilization reason- 

ably sfe from attack, it can азо lead to profitable exchanges. 

You can see your opponent's attitude toward you when you 
meke contact with one another. T he attitudes of riva lead- 

ersare based on your past behavior when deding with other 
civilizations Since thisisour first contact with any civiliza 

tion, we expect the German leader to have a neutrd and 
somewhet cautious attitude (though you never really know 
whet attitude a newly met leader will have). 


Unless we declare war against the Germans we'll come out 
of thisencounter with an automatic peace treaty with them, 


end possibly an exchange of knowledge (advances). We want 
to mekefriendsa this tage in the game so even though giv- 
ing up technology is dangerous it's dso asign of trust and of 
hope for a strong alliance 


After thisencounter, we have (most likely) gained afriend (for 
now) and possibly profited by one or two civilization 
advances as a result of technology exchange with the Ger- 
mans М ow that we've made contact, we can cha: with them 
а any time by clicking the Diplomacy button on the Info 
Box and sending an emissary to the Germans or by right- 
dicking any German unit. T he Germans сап also contact us 
a any time 


Conclusion 


So ends the beginner's lesson. You should now be familiar 
with many of the basic concepts В emember, we've only 
scratched the surface when it comes to learning the game 
Us the res of this menud and the Civilopediato help you 
with new concepts as you encounter them. 


Have fun, and good luck! May your reign be long and 
fruitful! 
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If you've played before, much of what’sin the game will be 
familiar, but there is much Һәбс аі егег, in ways both obvi- 
ous and subtle T his chapter summarizes the major changes 
end it's meant for experienced players If you're new to the 
дате some of it might not meke sense right away. 


General 


Here are a few broad changes thet affect the game overall. 
Civilization-specific advantages Each civilization 
awayshad itsown persondity and way of doing things, but 
now they also have specific game advantages. Every tribe 
аз has one unit that only its civilization cen build. See 
Chapter 3: Setting Up a Game for alist. 

Orders buttons M ox of the menus are gone M any of 
their functions are now contained in theAdvisors screens 
but all of the orders you might want to give to aunit are 
right there on theWorld M ap—those round buttons near 
the bottom. T he lower row are the standard orders (015 
band, Wait, and so оп). О rdersappropriateto the active unit 
in its current dtuation are in the upper row. Just click the 
button (or use the shortcut key) to give the unit its orders 
Culture: Every city and every civilization now earns а4- 
turepdnts for havingWonders and cultura improvements 
likeTemples A city's cultura value trandates into the яе 
of its schere с influence Your cities combined spheres of 
cultura influence determine your nationd borders For 





explanationsof the creation and benefits of culture ssethe 
relevant зесіопѕіп Chapter 11: ManagingYour Cities. 
Mouse cursor scroll: M ove your mouse cursor to any 
edge of the World M ap, and your view will shift in that 
direction until you move the mouse away from the edge 
again or reach one of the poles T hisis a handy way to зве 
terrain that’s jus: out of dght or to san large arees T he 
arrow keys (na the numeric keypad arrows) азо move 
the mag, in increments 

Barbarians have been revamped: The details are in 
Chapter 8: Units but here are the high points 


* Barbarians don't just spring up out of nowhere N ow, 
they originate from encampments and have names 
Villages on the coast can spawn seagoing vessels 

* There are no babarian leaders To get their gold, sek 
out and invade the barbarian encampments 


* Barbariansdo not cepture undefended cities N ow, they 
jug pillage the place and move on. T hey don't give you 
tna polite warning, either. 


Units 


Armed forces and other units are while perhaps not the 

heart of acivilization, certainly the parts you spend the most 

time deding with. T here've been alot of changes here 
No more shields T he familiar shieldsthat every unit in 
the Civilization Il game carried have been replaced. A ver- 
tical health bar now accompanies every unit in the game 
The length of this colored bar indicates the омега! health 
of the unit. The bar is separated into segments each of 
which represents one hit point. Green still indicates a 
healthy unit, yellow still meenstne unit has been somewhat 
damaged, and red still merksacriticaly injured unit. In this 
дате the coloring on the unit's uniform denotes nation- 
ality. (You can change the way unitsare displayed usi ng the 
preferencesin the Game menu.) 


No home city: Support for military units now comes 
directly from your civilization'streesury U nhappiness due 
to military unitsin thefield 15 азо managed in a new way, 
Cdled “war weariness” T hese two changes taken together, 
meake the idea thet each unit hasa home city no longer rd- 
evant. When units in an ally'sterritory ae returned after 
ап "accidenta" incursion, they simply return to the ner- 
est square that’s neutra or in your territory. 


Paying for support All units beyond those supported for 
free (as determi ned by government type and number and 
size of cities) require funds from your treesury for up- 
port— even Settlers No unit requires shields ог food for 
support. 

Upgrading: When units become obsolete you can 
upgrade them. M ove the unit into any city with aBarracks 
and press [U]. If it's posible to upgrade the unit and the 
city is cepable of building the new unit, the job isdone 
Diplomats and Spies Diplomasand spiesare no longer 
units tha: move around the map. Instead, diplomatic and 
espionage missions are initiated and carried out through 
embassies В ead Chapter 12: Diplomacy andTrade for 
more information. 


Caravans or Freight: Caravans and freight are also no 
longer units to be moved around the map. | nstead, trade 
occurs dong trade networks comprised of roads, harbors, 
and airports See Chapter 12: Diplomacy andTrade for 
tne details 

Settlers and Workers Setlersare now good for only two 
things founding cities and adding to the populaion of 
existing ones T hey no longer improve terrain. T ПаЁ5 пом 
the job of theWorker. A Worker can aso add to the pop- 
ulation of an existing city but can't establish anew опе A 
Settler costs two population to build; aWorker coss only 
one Each contributes the same number when adding to a 
city es they originally cot. М either Settlers nor Workers 
need food for support, as Settlers did in previous мега оп 





Like all other units they're supported with funds from 
your treasury. 
Capture: Enemy forcescan now capture defensdess units, 
like Settlers Workers and artillery. If theres no defender 
nearby, any military unit (one with an attack factor) сап 
take control of aunit tha’sincapable of defending itself. А 
captured Settler or Worker retainsitsnationaiity, but serves 
itsnew civilization esunquesioningly esit did its previous 
ruler. А captured Settler becomes two Workers because 
founding a city with only foreign ndionadsisa bad idea 
Firepower gone: Comba: has been improved so that the 
concept of firepower is no longer necessary. For details 
check out Chapter 8: Units 
Bombard ability: Warships bombers, fighters and 
artillery units have the ability to bombard a target that's 
within their range Bombardment countsasa unit's attack, 
and might damage defensive fortifications harm units or 
otherwise damage a city in the target square For more 
details see Chapter 8: Units 

Leaders No one can build leaders they arise from bat- 

tles Get the leader back to one of your cities and you have 

two options (both of which consume the leader; it disp- 
pears): 

* Cre&eanAmry A leader in acity can become an Army. 
Essentidly, an Army is a ground unit that can include 
(transport) other ground units When grouped into an 
Army, these units have adventages in combat. For the 
details see Chapter 8: Units 

* Finish a екЁ wak. When it arrives аё a city Маг т the 
midst of building a Wonder or city improvement, a 
leader can whip the population into a productivity 
frenzy, so that they finish the project in one turn. 

New Worker orders A number of new orders meke 

common terrain improvement jobs like building a road 

from one point to another, eesder and more convenient. 

The dealsarein Chapter 8: Units 


Renaming Units You can now change the names of 
individual units To changeaunit’sname select the unit and 
press [Shift]-[N] or click on the Rename Unit action 
button (provided that Advanced Unit Action buttonsare 
enabled). Type the new name for the unit in the didog box, 
and then press[Enter]. Note: Doing thischangesonly the 
пате of the sdected unit — not the names of every unit 
of that type 

Setting Rally Points О nce you s ardly point for acity, 

а! units produced in ћ city autometicdly move to that 

гаЙу point after they are built. Each city can have only one 

гаЙу point. 

- To set acity'srally point: R ight- dick on the city and 
select Set Rally Point from the menu. Move the 
cursor to the square you want to set astherdly point and 
left- click. 

~ To clear а city’s rally point R ight-click on the city 
end sect Clear Rally Point from the menu. 


Terrain and Movement 


We dl know how important terrain isto successful civiliza- 
tion building. Here are the major changes— large and smäll. 


Natural resources: N aura resources work in a com- 
pletely different manner than in previous Civilization 
games. They're divided into three caegories bonus 
resources luxuries and srategic resources T hat’s right; 
luxuries are now counted among the terrain pecias 
Strategic resources are necessary to build some units and 
both can be traded. For the details read Chapter 
7: Terrain and Movement and Chapter 12: Diplo- 
macy and Trade 

Fresh water limit on irrigation: U ntil your civilization 
discoversElectricity your Workerscan only irrigate squares 
with accessto fresh water: ariver, alake or another irrigated 
square. 





Shields from clearing forests When aWorker finishes 
clearing a Foret square this delivers a number of produc- 

tion shieldsto the пеае city T he forest still changesinto "m 
аїетап type more suited to irrigation, too. Cities 
Colonies To collect a &rategic resource or luxury from a 
terrain square outside acity'ssphere of influence (see“C ul- 

ture’ in Chapter 11: Managing Your Cities to find out 


of terrain that isimpessable to that unit, you'll know because 
it won't move into the square when you order it to. 


Most experienced players agree that managing your citiesis 
the most important agoect of success in the game Maybe 
they're right, maybe not, but what's certain is that we've 


whet that is), you can have aWorker establish a colony on 

that square. 

Effects of rivers T he effects of rivers on movement and 

combat have been changed a bit, as follows 

* No fet noet: Civilization И allowed ground units 
moving dong riversto travel fater—asif moving on a 
road. T his game offers no movement bonus for river 
travel. Rivers now run dong the edges of squares, not 
through them. 


* Сатів bonus If combat takes place across a river—the 
units are on different sides when the combat begins— 
the defender gets a bonus 


* Movement cx: Until you discover Engineering, your 
units do not enjoy the road bonus to movernent when 
they cross ariver. 

Altitude affects visibility: U nitson high ground can see 
farther than usua, and units on Mountains can see over 

Hills In no саве сап any ground or naval unit see over а 

Mountain square 


Disease C itiesneer Jungleand Flood Plain terran squares 
suffer a chance of being beset by disease U nits in Jungles 
cen also be killed by dissese 

Impasable terrain: Certain terrain isimpesseble to cer- 
tain typesof unitsT hisisterrain that those unitscennot tra 
verse, usuadly due to physica limitations For example 
wheded units like Catapults and Cannons cannot travel 
across Mountain squares unless someone has built a road 
through the range If one of your units runs into a square 


made some changes to the way it works 


Trade is now commerce T he money tha: each city 
brings in, which used to be caled trads is now armrece 
Your net income per turn (after support and other costs 
have been subtracted) is divided between science funding 
and your treesury. Luxuries are dso derived from terran 
and trade. 

Production queue: N ow you can queue up your city’s 
production. Just set up the city’s production queue and then 
press [Shift]-[Q] to save it. When you want to load your 
saved queue press [Q] to load it. 

Production suggestions When a city completesits cur- 
rent building project, it doesnt just tart on another of the 
semething. В ather, the city governorssuggest whet to build 
next, and tha" swha: they start on unless you overridethem. 
Keep an eyeon these guys T hey learn from your choicesin 
other cities but they have their own agendes as well. 

City governors Every city hes a group of bureaucrats 
who can help eese the burden of managing alarge empire. 
No penalty for changing projects T he penaty for 
changing production in mid- project is gone— except for 
any shields los as overrun. 

Wealth production: “Wealth” is a project that has esen- 
tidly the same effect æ Capitaliization— production con- 
verted into commerce income T he difference isthat Wealth 
is avallable right from the start, with no technology pre- 
requisite but the income it generates is greatly reduced. 


Wer weariness When you continudly wage war or 
remain on a маг footing, your citizenry eventudly get 





tired of it. T his effect is known as war weariness U nder 
representative governments (R epublic and Democracy), 
war wezriness causes greet unhappinessin your cities 
Wonders You'll find the lit of Wondersof theWorld (and 
their effects somewhet different. М ew to this game is the 
concept of Srrall Wondes These are greet projects that 
arent necesserily one of a kind. For exemple al civiliza 
tionscan build their own Apollo Program now, instead of 
there being only one that deliversspace flight to everybody. 
Check out Chapter 10: Wonders for more detal— and 
see the Civilopedia for descriptions of the new Wonder 
effects. 


City improvements W hats true of the Wonders of the 
World isa% true to alesser extent of city improvements 
the list of improvements and their effects have been 
improved. Though you'll find most of the possibilities 
familiar, there have been one or two changes C heck out 
the Civilopedia for tne specifics 

Conquest: When you take over ап enemy city, you have 
the option to reze it, rether then taking control of it. Also, 
cities of ze 1 are not destroyed when you occupy them. 


Advances 


The progressof science and the way you control it within the 
game have been significantly improved. For more informa 
tion on any of the topics below, refer to Chapter 9: Civi- 
lization Advances 


Advances tree: N ot only have many of the technologies 
had their effects changed, but there are new advances (and 
oneor two old onesare gone).T he træ isnow diagrammed 
for you in the ScienceAdvisor's screen, so go teke a look. 

Ages: T he passage of history in the Civilization games has 
always been divided into ages but now it's explicit. You 
don't have to discover every advance іп ап age to complete 
it, but you must complete most of themto move on to the 
next age 


Research queue: You can now set up a research sched- 
ule On the ScienceAdvisor’sscreen, you can choose atar- 
get technology and have the advances between here and 
there scheduled for you, or you can specifically determine 
the order in which every advance will be researched. 


Diplomacy 


The wey diplomacy works is different, but not so much 

зо that you'll fed lost. T he detailsarein Chapter 12: Diplo- 

macy and Trade 
Making contact You till generaly make first contact 
with your opponents by running acrosstheir units but now 
you can азо trade with leaders you have already met to 
дап cxrrrruniciions with those you haven't. 
Establishing embassies You still can't establish an 
embassy with another civilization until ater you've dis 
coveredWriti ng, but now you pay to set up diplomatic rda 
tions (and a base for underhanded activities). An embessy 
аз opensthe poss bility of di plometic agreements beyond 
asmple peace treaty 
Diplomatic missions Once you hae an embesy with 
another nation, you can dick the embassy icon (а their 
capital city) to open a menu of the possible diplomatic 
activities T hese dl cos gold to attempt. 
No Diplomats or Spies Tha's right, none With the 
change in the way embess esare established and run, al the 
major functions of the Diplomat and Spy units have 
become redundant. 
Espionage: After you've discovered Espionage and built 
the Intelligence Agency, your embassies can undertake 
espionage mission for you. See "Espionage" in Chapter 
12: Diplomacy and Trade for tne details 


Expanded trading options You can dill trade maps, 
lump sums of money, advances and everything you could 
before М ow, you can азо trade receive or demend diplo- 
metic agreements, per-turn payments communications 





with leaders luxuries strategic resources Workers and 
even dis 

Trade agreements Trade routesand supply and demand 
have been integrated into diplomacy. If you want to set up 
ongoing commerce with another civilization, you must do 
it explicitly during negotidionsYou and the other leaders 
can trade surplusresourcesand luxuriesin any way you see 
fit. All trade agreements lat 20 turns before coming up for 
review (unless war cutsthern off). 


World Map andTerritory Map: You have anew option 
when trading maps with other leadersYou can 4111 give or 
get the sameWorld M гр which includeseverythi ng you've 
explored or been told ebout— including the locationsof all 
your cities T he new option is ће Territory Map, which 
givesonly the outline of your borders (your cities cultural 
spheres of influence). 


What's Gone 


The experienced Civilization player will notice afew omis 
sons Some of these have already been mentioned, but 
because their effectson strategy are so broad, wethought they 
deserved repeating. 
Science and entertainment limits No mater wha 
your form of government, the only limitation on your 
level of funding is wha: you can afford. 


Zones of control: Т he ideathat any unit сап interdict the 
terrain squares that surround it has been discarded. T his 
means thet units of different nationalities can move freely 
around each other. H owever, the idea that some military 
units can take advantage of their speed and the proximity 
of an enemy unit remains Т hese units can launch an attack 
on any enemy unit foolih enough to pass through ап 
adjacent terrain square 


Engineers As your technological know-how grows your 
Workers will be able to put some discoveries to practical 
use—they дап new abilities (Engineering and Electricity 


grant new skills to your Workers) When your Workers 
excel а sdf- improvement, Engineers become unnecessary. 
Caravans and freight: Trade is conducted differently 
in the Civilization 111 game than in previous versions 
(For details on the new trade sytem, se Chapter 12: 
Diplomacy and Trade) The new sytem mekes units 
whose purpose wes solely for trade purposes unnecessary, 
so they're not in the gameT hisraisesacouple of questions 
* Without them how do you sé up traderoutes? Trade routes 
have been revamped too. T hey are now a function of 
your trade network (roads harbors and airports) and 
diplomacy. You no longer need to send special units 
to do the job. 


* What about speeding up the produdicn of large prdets (i.e, 
Wonder? T he only way to speed production of a 
Wonder is to use a leader. Stockpiling Caravans or 
Freight unitsaround acity in preparation for building a 
Wonder in record time is no longer posible 

Bribery: Even though we mentioned it when discussing 

Spies it doesn't hurt to make things completely clear. You 

cen no longer bribe enemy units Your enemies cannot 

bribe your units Clearly, this change will have a major 
effect on many players srategies 

Fundamentalism: Government based on religiousfanai- 

cism is по longer an option. 

T he Senate: T ha’s right. В epublics and Democraciesno 

longer have those pesky Senators refusing to let you go to 

war and forcing you into unwented treaties However, 

your citizens war weeriness affects your decisons in a 

similar way. 
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! THE BASICS 
| OF TOWNS 
AND CITIES 


When you srt agame your first units are surrounded by the 
darkness of the unknown. Though you could choose to let 
this Settler and others wander around, the first military unit 
they ran across would capture them. As soon as you find a 
decent site you should have your Settler build a permanent 
settiement—atown.You mus build a least one town, because 
only towns (which grow into cities and metropolises) can 
produce units food, income from commerce, and dl the 
other thingsthat allow your civilization to grow and develop. 
You'll probably build adozen or more towns over the course 
of the game 


A Note onTerminology 


Throughout this menud, we use the term “city” to refer 
to towns cities and metropolises It's les awkward 
than repeating “towns cities and metropolises" all over 
Кыыс сл Біт сазнати 
size makes a difference. 


Cities arose when populations banded together and began 
using planned agriculture to produce the food to feed them- 
selves day to day. Often, there were sufficient leftoversto store 
for later use O nce food storage developed, not every citizen 
had to produce food all day, which allowed some people to 





specialize in producing other goods and services Eventudly, 
cities accumulated enough surplus food and goods that they 
could trade their excess with nearby populations 


Citiesarethe red dencesof your population, the sources of tax 
dollars and cultura development, and the homesof your sci- 
entiss Each city organizes the development of the area ur- 
rounding it, harvesting nearby agricultural produce natural 
resources, and potential trade goods then converting these 
resources into food, industria production, technology, and 
cah. 


One way to meesure the successof your civilization isby the 
nurmber and size of cities you control. Larger cities collect 
more taxes conduct more scientific research, and produce 
new items faster. Civilizations with smal numbers of cities 
end madl city dzes rick being overrun by larger, more pow- 
erful neighbors. 

You cen acquire new citiesin a few ways Most frequently, 
you build them with Settlers If you are aggresive, you can 
conquer the cities of your neighbors Occasondly, your 
exploring units will discover aminor tribe that electsto join 
your civilization. If your culture is dominant, a neighboring, 
culturally weak city might be swayed by your city's cultural 
influences and sponteneoudy leave its civilization and 
convert to yours Finally, there's propaganda it'sone of the less 
ethical tools of diplomacy, but it can be quite effective in 
bringing citiesunder your rule 


The City Display 


T he primery tool you usto monitor and control your cities 
isthe City Display T his display opens whenever you found 
or acquire a city, or you can double-click on any of your cities 
to open it. To comprehend the City Display you must under- 
stand the symbolism it uses Take a look a the City Display 
while you're reading—it'll meke things a lot clearer. 

To represent a city’s population, the game maintainsa Popu- 
lation В oser. Each citizen (alittle head) standsfor a segment 
of that city’s population. T he roster displays both citizens 











who labor on the land around the city and citizens whose 
specializations produce other effects T he Population R oster 
tells you how large your city has grown, who's happy and 
who'snot, and the nationality of each citizen. Since there are 
other points of interest in this digolay, we're moving on. 
Citizens laboring on terrain squares (or “map squares’) pro- 
duce three different things food, shields and commerce 
(Shields represent common raw materias and the labor the 
city uses to produce goods ) Some terrain produces a larger 
proportion of one than the others On some squares citizens 
can't produce any of one type (a citizen working on unde- 
veloped Tundra produces no shields, for instance). Each 
square's production of food, shields and commerce is shown 
on the City Display in aR esource M ap and the citystotds 
are summarized in the R esource Bars below it. 





Founding New Towns 


The most common way you дап new citiesisby sending out 
Settlers to build them and Workers to tame the wilderness 
around them. T he terrain under and around your city is 
important, so if you went to sdect the best possible place for 
your future metropolis, make sure to read "Choosng Your 
Location" below. (If you want to jump right in, choose a 
square with rivers and special resources ner it.) 


When aSettler stands on the square where you wish to build 
а new town, press [B] or click the Build Order. (If you're 
not sure which button is which, jus: put your mouse cursor 
over each one until the identifying text appears) If you 
choose Build by mistake you can click the X icon on the 
М ате City screen to cdl the whole thing off. 


Your advisors propose a name for the new town; type in adif- 

ferent name if you prefer. W hen you're satisfied, press [Enter] 
or click the О icon. The City Display opens % that you can 
arrange the town's initid production and economic deva- 

opment. T he Settler disaopears it becomes the first citizens 
of your new burg. 


Choosing Your Location 


Choose the sites where you build towns carefully. Citizens 
will work the terrain surrounding the city square in an 
X-shaped pattern (see “City R adius' on page 69 for a 
diagram showingthe exact dimensiong.T hisareaiscaled the 
City Radius The terrain square on which the Settler was 
standing becomes the City Square The natural resources 
evailable where a population settles affect its ability to 
produce food, shields and commerce Cities ner fresh water 
sources can irrigate to increase crop yields, and cities near 
mineral outcroppings can mine for raw meterids On 
the other hand, the arid terran will always handicap cities 
surrounded by desert, and cities encircled by mountainsfind 
arable cropland & a premium. 


In addition to the economic potentia within thecity'sradius 
you need to consider the proximity of other cities and the 
strategic vdue of alocaion. Ideally you want to locate cities 
in arees thet offer a combination of benefits food for popu- 
lation growth, гам meterials for production, decent income 
end naturd resources 





Natural Besources 

When you look around your world, you're sureto noticethe 

icons that aopeer on some terrain but not on mos. Each of 

these represents naturd resources that exist in abundance in 
that area T hese resources are divided into three categories 
according to their uses 

• Bonus resources are those resourcestha: increese the pro- 
ductivity of your city. A vein of Gold, for example can 
increase the amount of commerce income acity generates 
T he presence of W hec raises the food production poten- 
tia. 

e Luxury resources are resources you can use to keep your 
citizens happy. As your civilization grows, discontent сап 
become a serious problem. Luxuries—things like Silk, 
Dyes, and Wine—help keep your people satisfied that 
yourre ruling well. 





* Strategic resources are meterids necessary for building 
certain units improvements and Wonders If you have no 
Iron, for example you can't build armor for К nightsor rals 
for В álroads As your civilization advances you'll become 
aware of new srategic resources that you were unable to 
appreciate earlier. Strategic resources are more likely to 
appe on certain terrain types so it’snot impos bleto pre 
dict where these might арреег. 

When possible, you should locate your cities to take advan- 

tage of these natural resources See Chapter 7:Terrain and 

Movement for more detailsand adiscussion of the resources 

benefits. 


Proximity of Cities 

A seriouscons deration when planning new citiesisthe cur- 
rent or potential location of other cities You want to mini- 
mize the chance that one city's radius overlaps anothers 
Since a mæ square can only be used by one city аё atime 
radius overlap restricts the potentid growth of one or both 
cities Explore nearby landsas soon as poss ble to begin plan- 
ning the placement of future cities 


Strategic Value 


The drategic vaue of а city ste is a find— but vitd—con- 
dderation.A city squaresunderlying terrain can increase the 
Gdity'sdefensive strength when it comes under attack. | n some 
dircumm&ences the defensive vdue of a particular city’sterrain 
might be more important than the economic vdue Good 
defensive terrain (Hills for example) is generaly poor for 
food production and inhibits tne early growth of a city, but 
can bea vduable military asset. You'll have to do alittle extra 
to get these cities to grow and prosper. R egardiess of where 
acity isbuilt, the city square is ees er to defend than the same 
unimproved terrain. 


The larger а settiement’s population, the better the innate 
defense it providesto military units stationed there І п atown 
you can build Walls which increases this defense factor to 


equa those of units in a city of size 7. (Wals have no effect 
on defense factors in acity of size 7 or above) 


Placing some cities on the 
seacoast gives you access to 
the ocean. You can launch | = - Me "A 
ships to explore the world "M 1 
end to transport your units | d 
oversees. You can build Har- 
bors to enlarge your trade 
network to include other continents (Trade networks are 
discussed in Chapter 12: Diplomacy and Trade) with 
few or no coata cities your sea power and commercia 
potential are limited. 








Capturing Cities 


Other civilizations normaly defend their cities with one or 
more military units and sometimes with Walls and other city 
improvementsYou can identify a defended city because when 
you approach, the best defending unit is plainly visble You 
can tell a walled city by the short wal surrounding it. T here 
are three waysto acquire enemy cities force defection, and 
subverson. Defection happens without any immediate action 
on your part, but the others require an active hand. 


If you choose force you must destroy the defenders by suc- 
cesfully attacking with your military units Once the city is 
undefended, you can move in and capture it. If you prefer 
subversion, you must successfully sow propagendain the city. 
(T hisrequiresa planted spy and asignificant outlay of funds) 
Dissdent citizens capture the city for you. You cant directly 
cause a defection, but you encourage it by building up your 
cities cultura strength. W hen ariva city isneer your borders 
end your culture мгу outranks theirs a rong desire to 
enjoy the benefits of your society can drive the citizens to 
defect and join your empire 

If captured by military means a city becomes yours to raze 
or to keep. If you let it stand, you install new governors to 
control and manage æ you instruct. 





Acquiring an enemy city can also lead to dde benefits such 
æ plundered gold and captured Workers 

Capture does not affect Wonders of the World, but destroying 
a city does (see Chapter 10: Wonders for more details). 
Small Wonders in a city are always destroyed when the city 
changes hands 


Converting Minor Tribes 


Asyour unitsexplorethe world, they might encounter minor 
tribes— civilizations too smal or nomadic to count æ“ se- 
tled" (see "Minor Tribes and Barbarians' in Chapter 
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Movement for 
the scoop on 
these dtuations). 
Minor tribes 
react to contact 
with a range of 
emotions, from 
delight to hoil- 
ity. О ссавопайу, 
а minor tribe is 
sufficiently awed 
by your emis 
series to immediately form а new city and become part of 
your civilization. 








Move your exploring unit onto the minor tribe's huts to 
discover tne tribe's attitude toward your civilization. If they 
chooseto formanew city you need do nothing. Your advisors 
propose a name for the new city (which you can change). 


Renaming Your City 


You can rename any of your cities whenever you wish. T his 
is useful if you want a captured city's name to be cons sent 
with the names of cities you have founded. 

On the Map zreen, simply right-click оп tne city and select 
К ename from the mini- menu. A dialog box opensin which 





A LM 


you can typein the new city name Press[Enter] or click on 
the O icon to accept the name If you decide not to change 
it, dick on the X icon. 


The Parts of a City 


Cities can be viewed in three different ways the city square, 
the city radius and its cultura influence 


The City Square 

Theterraán acity occupiesisespecialy important, because it 
isdwaysbeing worked.You cannot take the workforce off this 
square when moving citizens around on the City Display 


The City Radius 


The potential area of development, called the City В adius 
extends out from a city in an area three map squares wide— 
two squares to the northeast, northwest, southwest, and 
southeest. T he resulting “radius” looks like a fat X .The cti- 
zensof the city can work any squarein thisradiusif it'swithin 
the city’s bordersto produce food, commerce and shields If 
the population getslarge enough, you could have them work- 
ing the entire area 


City Name Turns Until Growth Capital Indicator 


















The “Fat 
X" City 
Radius 








For the city’spopulation to survive and grow, the radi us must 
encompassterrain thet the citizenry can cultivate to produce 
food. Gresdands and Plainsare naturally the most fecund, and 
you can increase the agricultural output of most terrain types 
with irrigation. 

Your most important cities aso have raw materias (shields) 
aválable Forests naturdly produce a number of shields and 
H ills and M ountains can be mined to produce good quanti- 
tiesof raw maerials Some specia naura resources— C atle 
endWhales for example— increege the shield production of 
a quare as do mos: strategic resources (see“ Special М амга 
Resources’ in Chapter 7: Terrain and Movement for 
complete details). 

The importance of commerce (and the resultant taxes) in 
generating income and the funding for researching civiliza 
tion advancescan dso meke alocation an especially good site 
for a city. Rivers lakes and coastlines are nauraly rich in 
commercial potentia. You can even generate commercial 
income from squares that neturdly produce none if you 
build roads to encourage trade. 

If a square within your City R adius is outlined, it is being 
used by—and benefiting— another city. If you own both 
cities you can flip between City Displaysto adjust produc- 
tion in each to the best benefit of both locations 


Cultural Influence 


Every city isa population center, amilitary base and asource 
of income A city is A% a center of aulture Every city hæ a 
culturd influence on the surrounding countrysde repre- 
sented on the map by borders Asti me goeson and you build 
improvernents in a city, its influence grows and the borders 
expand. 

When another civilization’s unit is within your cultura 
borders it is trespasing in your territory—unless you 
have agreed to allow tha civilization right of passage 





(See Chapter 12: Diplomacy and Trade for an explana 
tion of tha.) You can contact the owner of the stray unit and 
demend tna it be immediately withdrawn. R ight-click on 
tne offending unit to do so. 


City Governors 


As you play you'll undoubtedly notice that when a city com- 
pletes a building project, it sdects another one without your 
input. T he city governors do this Unless you give specific 
instructions the governors will choose whet to produce next 
by guessing а whet you want. T hese guess are based on the 
history of production orders you've given throughout the game 
ry The governors can be very useful, but only if they 
Ы correctly interpret your previous orders To help avoid 
problems, you can give your governors specific guidelines to 
follow in their selection of projects At the City Display, press 
[G] or pressthe City Governor button to give instructions 
to that city's governors 
You can give instructions that cover only this city, dl cities 
or only those citieson the same continent asthisone On the 
Generd governor page options аге: 


• Manage citizens T hisgivesthe governors your permis 
gon to control the dlocation of citizen laborers to the 
terrain in the City R adius Using the next three options 





you instruct them esto your priorities for this task. If you 
select more than one of these three the governors srike 
a balance between those you've chosen. 
• Emphasize food - instructs the governors to maxi- 
mize the food produced. 
* Emphasize shields - instructs the governorsto max- 
imize shield production. 
• Emphasize commerce - instructs the governors to 
maximize income from commerce 
* Manage production: T hisgivesthe governors your per- 
mission to agi gn building projectsasthey seefit. U Sngthe 
next two options you сап put limits on whe they're 
allowed to do. 
* Never startWonders- tellsthe governorsnot to begin 
construction of aWonder. 
* Never start Small Wonders - tellsthe governors not 
to begin construction of a Smal Wonder. 
Click the Production button to switch to the Production 
governor page Here, you can give your governors some 
more detailed production orders Specifically, for every one 
of the options you can specify how often the governor 
should sect to produce thet particular thi ng. T hiseffectively 
provides your governors with a lis: of priorities You can set 
prioritiesfor: 
* Offensive ground units - those units that ae stronger 
on offense than defense 
* Defensive ground units - those units that are ronger 
on defense than offense 
* Artillery - strictly offensive bombardment units like Са 
epults 
• Settlers - Settlers 


* Workers - Workers 


* Мама units - seagoing vesdis 

* Air units - flying units 

* Growth - city improvements that increese the rate of 
population growth in the city 

* Production - city improvementsthat improve the shield 
production in the city 

• Happines- city improvermmentstha: add to the happiness 
of your citizens 

* Science - city improvements that boost the scientific 
rescerch output of the city 

* Wealth - city improvements tha: increase the tax income 
tne city produces 

* Trade - city improvements that augment the city's trad- 
ing capacity and commerce 

* Exploration - units whose primary role is exploration, 
like Scouts and Explorers 


e Culture- city improvements th& build the city's cultural 
influence 








T TERRAIN AND 
" MOVEMENT 


As mentioned in “City Concepts’ in the previous chap- 
ter, the game mep is divided into small squares each 
containing a distinct type of terrain. T hese are called t- 
rain squares To represent that some terrain is easy to 
wak across and some terrain requires dogging through 
spend moverent paints to enter each new square. Every 
unit hes en ADM rating the acronym stands for Attack/ 
Defense’ Movement. The third number in the rating 
(M) indicates how many movement points it can spend 
in atum. You can find out all about units and their ADM 
ratings under “U nit Concepts" in Chapter & Units. 
Each terrain type has its own moverent pant cxt Your 
Workers can lower these movement point costs by 
improving terrain (see “Settlers and Workers’ in the 
next chapter). W hen a unit moves into a new square, 
it pays that square's movement point cost. If it has any 
movement points (or fractions thereof) left after mov- 
ing one square, a unit can move again until it runs out 
of movement points Since an attacking unit moves into 
the square vacated by a defeated defender, your units 
also spend movement points to attack. 





The proximity of enemy units or cities can also restrict 
a unit's movement options For one thing, your units 
cannot share a square with either. Less obvious is the 
fact that some units can attack your units as they pass. 
This can also restrict a units movement options. (For 
more detail, read “R ereet” in Chapter 8: Units) |." 
Experienced players should note that only certain mil- 
itary units have zones of anid, and that they work dif- 
ferently (free attack instead of movement limitation). 
Your units will occasionally encounter terrain that is 
inyxesoHe (the unit тру does not move when you 
order it to). T hisisterrain thet the unit in question can- 
not enter. For example, wheeled units require a road to 
travel through Jungles and Mountains 1 


Types of Terrain 


Each type of terrain hasits own economic usefulness effect 
on movement, and effect оп combat. Detaled information 
about the terrain typesis pro- 

vided on the Map screen, in [| 
the Civilopedia, and in the 
Appendix. | 
To ge terraninformaionon | 
tne Map screen, right-click 
on the square in question. A 
pop-up box shows you 
everything you need to know 
about the terrain. (If you 










Food: 1 
Forest Shields: 2 
Ivory Gold: 2 








don't recognize the icon for a specid resource this is the 
quickest way to identify it.) To look up aterrain type in the 
Civilopedia, click on the Civilopedia icon (the book) and 
select the Terrain option. A list of all Standard terrain types 
appears. 


About Rivers 


The presence of ariver adjacent to aterrain square indicates 
access to fresh weter for irrigation (assuming the terrain can 
be irrigated).You cannot irrigate without fresh water (rivers 
or lakes) until your tribe discovers Electricity. 

Rivers convey a commerce bonus to squares near which 
they run, in addition to the yield of the Баяс terrain. When 
any unit moving on a road crossss a river, it loses the road's 
movernent benefit T hisistrueuntil your civilization discov- 

ersEngineering. If combat takes place across а river— that is, 

the units are on different ddeswhen the combat begins—the 
defender gets a bonus 


Standard Terrain Types 

Тре standard types of terrain can be divided along climactic 

lines Below isa brief summery: 

* Tundraiscoldterrain. It doesn’t produce much in the way 
of raw materias and can't be converted into more prof- 
itable terrain. 


* Jungle and Flood Plains are wet terrdn. Jungles are dif- 
ficult to move through, and it costs a considerable invest- 
ment of time to convert either type into more profitable 
terrain. U nitsfortified and citizenslaboringin Jungleshave 
a chance of falling prey to disease Flood Plains cannot be 
converted into any other type of terrain. 


* Plains and Grassland squares are open terrain. Both are 
easy to travel across and when irrigated, both produce 
substantial amounts of food. 

* Hill and Mountain quaesae both verti сау challenging. 
They take some effort to travel across but while you're up 
there you get quite a view—two squares instead of onein 
al directions (except past mountaing. T hesetypesof terrain 
yield more raw materias when developed by mining. 





* Coast, Sea, and Ocean squares generate substantial 
amounts of commerce income and cities on the coast can 
build seagoing units Harbors and other useful improve- 
ments 


* Desert squares are dry terran that can be developed for 
mergind production. 

• Forest squares are difficult to travel through, but yield 
decent raw materias T hey can азо be cleered to дап а 
one-time shield bonus 


Natural Resources 


Most standard terrain types have at least one naturd resource 
eesociated with them. (Some terrain typeshave sverd.) М гі 
ural resources are represented by icons resting on top of the 
basic terrain square В esources add significantly to the eco- 
nomic vdue of the terrain. Citizen laborers from a city can 
мак a square indde the City В adius and gan the genera 
benefits of a resource 

Over and above the boost to acity’sproduction, however, cer- 
tain natural resources are srereje— песеѕѕагу for building 
specific units improvements orWonders (For example with- 
out access to Horses you cant tran Horsemen.) A city 
doesn't need to have citizens working a square to gain this 
benefit; it amply must be connected to it. 


A city gains accessto а naturad resource by being ennetedto 
it. Connection can be made in severd ways The most 
dependable isto have the resource inside your civilization’s 
borders end a road from the resource to the city 

Other waysto gain access include 


* Having a Harbor on the same sea as nother friendly city 
that dso has a Harbor апа accessto the resource 

* Having ап Airport in both this city and enother friendly 
city that has en Airport and accessto the resource 


* Having acolony on the resource and an unbroken road (or 
railroad) between the colony and the city. 


* Trading with another civilization to gain a resource that 
they have access to. Your capital cities must be connected 
to one another before you can trade resources (T his of 
course, is generally the least dependable method.) 

Natural resources fal into three broad categories bonus 

resources, luxury resources and strates cresources Bonus resources, 

like Game Wheet, and Gold, amply contribute to the pro- 
ductivity of the city or your civilization a a whole Luxury 
resources help you keep your population happy. As men- 
tioned earlier, dretegic resources are necessary for certain 
building projects Tradable luxuries and srategic resources 
eppear on the Diplomacy screen as potential items of trade. 

Thisishow you arrangeto have another civilization provide 

you with a resource as mentioned above Since it takes only 

one square's worth of a resource to supply your entire dvi- 

lization, any surplus from additional sources is avdlable for 

trading purposes 

Heres a brief summary of the naturd resources you might 

find. М ote that meny of these will not be vis ble at tne begin- 

ning of the game. As your technology progresses, you'll 
become able to recognize strategic resources that were us 
lessto you before 


Bonus Resources 

Bonus resources include Gold, which supplies your treasury 
with extra commerce every turn, and these others adl of 
which increas the food output of the square where they're 
found: W heet, С аще, Fish, Game andW hades 


Strategic Resources 

The list of Strategic resources is dightly longer: 

* Iron is an important component of armor and edged 
weepons 

• Horsesareone of the ealiet formsof transportation, and 
mounted units have definite advantages over infantry. 

* Saltpeter isnecessary for the development of gunpowder. 





• Coal isan easly harnessed (though often dirty) source of 
energy. Early methods of generating steam power rely on 
cod burning. 

* Oil fills too many purposes in the modern economy to 
name T hough its pollution potentid is problematic, most 
civilizations are willing to take the risks to gain oil's 
economic and industria benefits 


e Rubber, like oil, has a marvelous abundance of usesin an 
industria society Among others rubber geskets tires and 
windshield wiper blades are vitd parts in many vehicles 
including military ones 

* Aluminum isan irreplaceable ingredient in mos modern 
lightweight alloys 

* Uranium is esentia to early methods of generating 
nuclear energy. 


Luxuries 

Mollifying your irritable population with luxuries is no 
dimple mater. Luxuries are something you must find and gain 
access to, like strategic resources A city's access to luxuries 
works in exactly the same way as it does for strategic 
resources, making the methods of connection (roads, 
rdalroads H arbors, etc.) even more vduable 


АП of the luxuries a city has access to appear in the City 
Display Each type mekes one content citizen happy or (if 
there are no content citizens) one unhappy citizen content. 
The luxuries that might be available to your civilization 
include Incense, Dye Wine Fur, Spice Silk, Diamonds and 
Ivory. 


Impassable Terrain 


Impasable terrain is land that some types of unit cannot 
traverse, излеЙу due to physica limitations For example 
С фаризапа Cannonscannot travel acros mountain squares 
unless someone hes built a road through the range 


Terrain Improvement 


When surveying stes for a new city, remember thet terrain 
cen be improved. Hill and M ountan squares can be mined 
to produce more raw merias Plains and Gresdand can be 
irrigeted to produce more food. Jungle squarescan be cleared 
to yield Gresdand. Forest cen be cleered to yield Plains Plains 
end Gresdand squares can be timbered to yield Forest if you 
need raw meterias 


Workers can also improve terrain by building roads to 
increase the commercia vdue of theterrain.AIl terrain types 
produce commerce once penetreted by roads В ailroads fur- 
ther lower the movement point cos of the terrain across 
which they are lad, and they increese production aswell. For 
more information on terrain improvements see" Settlers and 
Workers’ in Chapter 8: Units— Workers are the units that 
do the work. 


Disease 


Citiesin Flood Plansand unitsand citiesin Junglesris« death 
by disease 


Planetary Caretaking 


M a@nipuladting terrain to produce more shiddshasa downs de 
of course One cos of heedlessindustrial growth ispollution 
end poisoning of the environment. Of the many dangers 
posed by pollution, the one mos important to your civiliza- 
tion isthe loss of a polluted square's productivity. Poisoning 
cen dso occur if nuclear weapons are detonated or a nuclear 
reactor mats down. 

Pollution from industry and nuclear disaster are modeled as 
a balancing factor for growth. As you steer your civilization 
into the industria age you must menage your cities and 
monitor your terrain to minimize pollution. 





Pollution 


Pollution appears within the City R adius of апу city that is 
excessively productive (produceslots of shields) or hasa very 
large population. 

Pollution warning symbols begin appearing on the C ity Dis 
play when the combined pressures of smog and industria 
pollution begin to crede a sgnificent threat of contamina 
tion. T he number of symbols corresponds to the probability 
each turn of a square within the city radius becoming pol- 
luted. 


Certain city improvements can help dleviate the stuaion. 
TheR ecycling C enter reduces the impact of industria pol- 
lution, in turn decreesing the accumulation of warnings T he 
Hoover Dam, amodern Wonder, acts asa H ydro Power Plant 
for al friendly cities on the same continent. T he M assTran- 
st improvement minimizes smog. 











Special Contamination 


T he detonation of nuclear weaponsor adisester іп aN uclear 
Power Plant (a meltdown) dso causes contamination. 


Nuclear Weapons 

Nuclear units not only destroy the army or city they target, 
but all units stacked with the target and those in adjacent 
squares as well. T he detonation also pollutes and devestetesa 
number of map squares around the impact square Your rivas 
might not spend the time or manpower to dean it up, but if 
you ever intend to use those squares you should consider it. 


Nuclear Meltdown 

If aN чаеаг Power Plant suffers a catestrophic failure haf of 
tne city’s population is destroyed. Additionally, a number of 
squares near the city become polluted. 


The ris of meltdown aways exis when a city that has a 
N ucleer Plant goes into civil disorder. Civilian unrest might 
result in sefety procedures becoming so lax that a catastrophic 
accident occurs If you build this improvement in any of 
your cities take specid care not to dlow those citiesto go into 
disorder. 


Pollution's Effects 

Pollution is represented graphically on the terrain square in 
which it occurs It reducesthe production of food, raw mete- 

rids and commerce income to zero. Once the terrain is 
detoxified, production returns to pre- pollution levels Any 
Worker can detoxify polluted terran. To order this click the 
Clean Up Pollution order or press [Shift]- [C ]. After afew 
turns of work, the pollution disaopears. 


Monitoring Pollution 

You're informed immediately when any mep square within 
your territory becomes polluted, and the pollution appears 
on the map. 





Minor Tribes and Barbarians 


Villages of thatch- roofed huts scattered ebout the mep indi- 
cate the presence of minor tribes T hese populations are too 
isolated, not organized enough, or too migretory to develop 
into major civilizations Minor tribes come in two flavors 
active and pasive 

Adive tribes are warlike groups that periodicaly send out 
гааігю parties T heir warriorsattack on sight and attempt to 
loot your townsand cities If you find and obliterate an active 
tribe's village you end the threat from that tribe (and ge a 
bit of spare change in the proces9. 


Note to Previous Players 


Active tribes as you might have figured out by now, are 
the new, Civilization Ill version of the barbarians 
encountered in earlier versions of the Civilization 
game. The village takes the place of the barbarian 
leader. , 


Though you might conquer the active tribes іп your imme- 
diate area, new ones aris in arees tha: are outside your cul- 
шга borders in areas that are not currently seen. As time 
passes, they appezr at even farther di stancesfrom civilization. 
Thus, expanding your network of cities over a continent 
eventually removes the threg of active tribes because the 
entire area has become more or less civilized by your urban 
presence. 


Pasive minor tribes 
react with a range of 
emotions to contact 
with your civilization. 
You cannot predict any 












particular village's response but most of the possbilities are 

favorable 

Here's what can happen when you move a unit into the vil- 

lage of a pasive tribe: 

* ОссанопаЙу thetribe issuffid ently advanced, yet awed by 
your emissary, to immediately form a new town and 
become part of your civilization. 

e Ontheother hand, your troops might tumble on a village 
with an advance unknown to your civilization. Graciously, 
they share their knowledge 


* A village might have accessto gold.To placate your emis 
sary, they might offer some as a gift. 


* Thetribe gatherstheir fiercest young warriorstogether to 
crede a military unit to join your civilization's forces— а 
a gesture of alliance (and perhaps a way to be rid of some 
young troublemakers). 

* Your emissary makes a horrible faux pas, and the minor 
tribe turns vicious A number of hostile units come boil- 
ing out of the village to attack. 


* Your emissary arrives аё а spot rumored to contain a vil- 
lage only to find the inhabitants long gone and the 
dwellings empty. N othing occurs 

Your unit cetchesup with a particularly nomadic tri be and 
impressesthem with hisor her goods and possessions T he 
minor tribe iswillingto join your civilization, though not 
necessarily interested in settling in their present location. 
The villagers become a Settler. 


* Theminor tribe handsover a mep of the surrounding area 


Movement 


TheActive Unit 


How do you know whose turn it is to move? Every 
turn, the game activates each unit in turn by marking 
it with a blinking cursor. (If the new active unit isn't 
currently onscreen, the map centers on it, too.) You can 
give orders to each unit as it becomes the active unit. 
If the active unit is difficult to see because it's gn. the 
periphery of your view, or perhaps partially covered by 
something else (the World Мар for exemple), press the 
Center key ([C]) to center the view оп that unit * 


T here are two basic methodsof moving unitsa square or two 
& atime by keyboard commends or using the mouse T he 
keyboard method useseight keysof the numeric keypad. T he 
"5" key in the center isinactive think of it asyour unit'spos- 

tion. T he keys surrounding tne" 5" represent the points of a 
compess For example pressing [7] sends your unit northwest, 

while pressing [6] sends your unit east. 

The mouse method is to place your mouse cursor on the 
unit, then dicking and dragging in the direction you went it 
to travel. T hecursor turnsinto aquae highlighting the unit's 
potentia destination, with a path leading there from the 
unit'scurrent position and anumber noting how many turns 
it will take the unit to make the trip. В deese the mouse 
button to assign the path and meke the unit move (T hisisan 
dternative vers on— best suited to short paths— of the GoTo 
order that you useto send aunit over long distances )You can 
азо Sect a desinaion square then click and hold on that 
square T hisesignsthe active unit to go to that spot. 


U nitscen move up to thelimit of their movement allowance 
with a few caveets T he most important exception is that a 
unit can always move a least one square in aturn, regardless 
of the movement point cost of the terrain. 


A unit with а movement allowance greater than опе must 
compare that with the movement point cos of the terran 
square you wish it to enter T he unit paysthe movement point 
cost (subtracts the cos from its remaining alowance) for 
each new square it enters until you choose to stop moving 
or the unit's movement dlowance is used up. When a unit is 
unable to complete a movement order because it doesn't have 
any points, its movement is finished for the turn. T he game 
then activates the next unit. 


R oads and railroads speed the movement of ground units 
They do this by reducing the movement point cost of the 
terrán.Any terrain square with a road acrossit costsone- third 
of a movement point to cross Any terrain square with aral- 
road costs nothing = al to cross Cities automaticaly have 
roads in their city squares so entering a city quae from a 
square with a road aways coss one-third of a movement 
point. Once your civilization discovers Steam Power, city 
squares are automatically upgraded to railroads too. 


Explorers have the ability and equipment to move quickly 
through even the most difficult terrain. In game terms, they 
tre al terrain as roads T hismeanstha it normaly cossthem 
only one-third of a movement point to enter any type of 
terran— regardless of the atuda existence of roads Explorers 
сап 411 use railroads for faster movement. 


Sailing experience accumulates with new advances In the 
early days your Gdleys have a 50% chance of being lost if 
they end their move in a Sea or Ocean square Once your 
civilization can build Caravels however, your crews are 
better trained. Caravels are never lot in Sea squares, but 
founder 50% percent of the time in О cean squares T he more 
modern your navy, the less chance of losing them at sea 





Special Orders 


T here are five pacia Movement orders that deserve fuller 
explanations 


Airdrop Orders 


Paratroopersthat have not moved thisturn have 
the specia ability to make airdrops when in a 
city. Helicopters in a city can airdrop two 
ground units from that city Press the Airdrop 
key ([AD or dick the Airdrop order. Your cursor turnsinto 
a parachute You can mæe an airdrop into any 
visible land square within airdrop range of the origination 
square. If the target squareisoccupied by enemy troops your 
dropped units will be killed. As you run the mouse over the 
mep, the cursor changes from a parachute to a crossed out 
parachuteto indicate unsuitable destination squares. Click on 
a square to meke the drop. U nits that move by airdrop have 
no movement left after they drop. 


Airlift Orders 


Once your civilization has discovered the req- 
uisite advance you can build Airport improve- 
ments in your cities Once you have two or 
more of thes you can airlift one unit with the 
Airlift ability per turn out of each. Activate a 
unit in a city then click the Airlift order. A lis of the cities 
with Airports appears and you can select the unit's 
destination. 





Explore 

Thisorder tellsaunitto exploretheworldThe Mpe > 
unit will move around the map and uncover dl ^ 
black arees of the map it can reach sdfely (for coa 
instance an exploring ship will not end itsturn | 
in aweter square іп which it might sink). T he unit will con- 


tinue to explore until there are no more unexplored spaces 
within its reach. 


Fortified Units 


Units can be fatified on a square or gatisoned in a city. 
You can order a unit to tay in one place usualy for defen- 
зме purposes by clicking the Fortify/ Garrison order or 
pressing [F]. T he unit will tay where you've put it until you 
activete it or it is attacked. 

Fortified and garrisoned units do not autometicaly become 
active. If you want them to move you must activae them 
yourself. |f the unit stands done just click on it to activate it. 
Otherwise right- dick on the square in which it sttands(or the 
ship). T hisopensa box listing al the unitsin that square Click 
tne name of the unit you wish to activate Fortified units 
within a city cen be activated by right-clicking on tne city 
or from within the City Display. 


GoTo Orders 


To send a unit on a long trek, you have three % 
options 
1.Click the GoTo Order (or use the shortcut 
key of [G]), then move your mouse cursor to the 
destination square and click there 


2. Click-and-hold on the unit, then (gill holding) drag the 
cursor to the selected destination. 


З. Find the destination square then just click—and-hold on it 
until you see the GoTo path marker арреег. 

If the objective square you have in mind isn't currently visible 

on screen, you cen Zoom Out (pres[Z ]) to enlarge the area 

you are viewing, click on theWorld M ap to shift your view 

to another area of the map or move your cursor to the edge 

of the screen to scroll the map in the direction you choose 


Once you've established a destination, the unit automatically 
goes to that square whether it takes only one turn or many 
to complete its orders If the unit is attacked or an obstruc- 
tion prevents it from moving toward its god, the unit 
becomes active again. Ground units cannot travel between 
continents on a GoTo order. 





Hold "e 


If you want a unit to hold its position for the 
turn, press the Spacebar or click the Hold 
Order. 


Sentry 


Thisorder tellsaunit to remain in place until a 
barbarian unit or aunit of an other nationality 
moves adjacent to the unit, a which point the 
unit will reactivate itsdf to request new orders 


Wait Orders 


To skip a unit temporarily, press the Wait key 

([W] or [Tab] or dick the Wait Order. T his 

pages you on to the next unit and sends the 
skipped one to the end of the line You'll see this 

unit activeted again after dl tne othershave had achance 
to move 





Navigating the Map Window 


We've talked about moving your units around the map, but 

svea tools dlow you to look a different map агегБ and 

move around the game world. 

* You can simply click on атар square to center your view 
there 


* |f you want to se a lot more territory you сап use the 
Zoom button [Z] to toggleto a wider view. T hisisafully 
functional view; you can even play an entire game like this 
Pressing [Z] адап returns you to the default view. 

* You can click on the World Map to move your view to 
ап area you choose 


* Move the mouse cursor to any edge of the screen to start 


the map scrolling in that direction. To stop, just move the 
cursor away from the edge. 


If the active unit is difficult to sse because it'son the periph- 
ery of your view, or perhaps partially covered by something 
else (the World Map, for exemple), pres the Center key 
([C]) to center the view on thet unit. 


Movement Restrictions 


Most of the restrictions placed on unit movement are a mæ- 
ter of common sense as we mentioned earlier. We're spelling 
them al out here in севе you try to order aunit somewhere 
that seems possible and the game won't let you do it. 


Ground Units 


Ground units (dl non- ship and non-air units) normaly move 
only on land. T hey can cross rivers easly enough, but to tra 
versethe wide (or narrow) oceansor even to get acrosslakes 
they must board nava transport. I n addition, some units find 
rough terrain impageble 


Loading and Unloading 

You cen have a ship wait until it is loaded to capacity with 
units by clicking the Load order or pressing [L]. Boarding a 
ship uses up all a unit's movement points for the turn. 


If you attempt to move a пам unit into a land square that 
does not contain a port city any passengers who have not 
aready moved this turn are offered the option to 
disembark and meke landfdl. You can dso order a ship to 
unload all its passengers by clicking the Unload order or 
presing [L]. 


Impassable Terrain 

As we mentioned earlier in this chapter, some units are pre- 
vented by their construction, weight, ungainliness or other 
factors from moving across certain types of terrain. To these 
units the terran in question is impasseble T he example 
you're most likely to encounter early in a game is Catepults 
they can't travel into any Mountain or Jungle squares unless 
they're moving on a road. 





Naval Units 


Ships normaly move only on the ocean, although they can 
азо sail acrossinland lakes Ships cannot navigate any ground 
terrain in the game including rivers deltas, and flood plains 
City squares that touch a shoreline dong one яде or a& one 
corner arethe only “land” syuaresthat shi ps can enter— here 
they meke port. 


Air Units 


Air units do not have or use movement points like other 
units Instead, each type has an opaationd range T his range is 
not affected by terrain type air units can cross both land and 
sea squares When you give an air unit a mission, the target 
of the mision must be inside the unit's operaáionad renge— 
it cannot fly any farther. Air unitson air superiority misions 
have addensiverangs which ishaf of their operetiond range 








“Сімегтеа hundred 
fieeand lod wer 
паз and! will bring 
pexeframbhaizan to 
horizon.” 


+ 


Units are groups of citizens and soldiers that cen move 
around the world and interact with other units and civiliza- 
tions Some non- combat: units— such asWorkers, Scouts and 
Settlers—have specia functions that are explained separately. 


Each civilization's units have coloring that reflects 
whose service they are currently in. U nits with white 
coloring are always barbarians. 

Units can be divided into three types according to the 
way they move: ground (or land) units air units and 
naval (or sea) units Each unit has statistics for attack 
strength, defense strength, and movement points These 
Statistics are listed in a shorthand, code-like set of num- 
bers called the ADM, which stands for Attack/ Defense/ 
Movement. You can find each units ADM numbers in 
the Civilopedia In addition, military units have hit 
points The vertical health bar (to the left of the unit) 
indicates how many hit points that unit potentially has 
and how many it currently has The bars color wams 
you of the unit's general conditions * 





Attack strength shows thelikdibood of inflidingcbnoewhen 
@itadking an opponent. Units with high attack strengths 
are useful for offensives (attacking the other unit first). 
D eerneesirengh renresats the ability of a unit to ckfend itsdf 
when aade it is the likdilhood that damage will Бетис 
cn an atfaddng unit. Units with high defense strengths 
are useful for defending cities and other positions 
against enemy troops The terrain on which a unit 
stands can also increase its defensive strength. | + 
Moverert paints indicate how far a unit can tad in a un; 
they're explained in detail in Chapter 7: Terrain and 
Movement, too. 

Hit pants incicale how much dane а unit can withstand 
before it is destroyed Units with а greaber number of hit 
points can absorb more damage in combat А green 
health bar indicates that a unit has most of its hit points 
remaining, a yellow health bar means the unit has been 
serioudy damaged, and a red health bar shows that a 
unit is dangerousdy near destruction. Hit points can be 
restored by skipping turns (pressing the Spacebar), 
especially in cities with repair facilities There is one 
exception to this rule: units do not recuperate when 
they're within enemy borders A unit can gain additional 
hit points by eaming veteran and later elite rank. 
Units can be on adivediaius which means they are adti- 
меа (take their tum as the “active unit") each tum. Fa- 
tified Or gatisoned units are inactive, and they remain so 
even if rivd units approach them, though they will 
defend themselves if attacked. A unit carrying out any 
order that takes more than one tum is hey. Clicking on 
a fortified, garrisoned, or busy unit activates that unit, 
and when the unit is active, you can give it new orders. 


Units can “see” only into adjacent terrain squares 
unless they are on high terrain (such as hills or moun- 
tains) or looking across waer. In those cases it can see 
twice as far— but even a unit on a mountain can't see 
Over an adjacent mountain. i 
Early in the game, when most of the map is black, the 
observation limits are obvious Every square is either 
sem, eqdarer} or dark. Dark aress are veiled in darkness 
and completely unexplored. Explored areas that’are 
not currently seen (by you) are dimmed. Seen squares 
are bright. 

As time posses and you develop refinements and new 
advances you can replace old units with a progression 
of ever more capable ones Modem units often fulfill 
spedalized roles and some have unique capabilities You 
can dso upgact your older units in any city that hss а 
Barracks improvement andis able to build the new unit. 
Move the unit into the city and press [U ]. (To upgrade 
а! units of a specific type, activate a unit, then press 
[Shift]-[U].) 


Military Units 


Through the years much of your time is spent Б 
moving and positioning your "defense" forces А 

strong military is, ater all, the best defense against А 
rivds and barbarians Military units are also your 

eyes, exploring and monitoring the world as they move 
Finaly, they serve your offensive needs by defeating rival 
units and capturing enemy cities 


Your military forces can be ground units(Legions Cannons, 
and Horsemen, for example), navd units (Gdleys | ronclads, 
Battleships єс.), ог ar units (Fighters Bombers and Hdi- 
copters). Non-military units are discussed in detal a little 





later. All units whether they are combat or non-combat 
oriented, are described in the Civilopedia 


Ground Units 


The majority of the units in the game are ground 

units T hese forces move over the mep square by x 
square T hey spend movement poi ntsaccordi ng to 

the type of terrain they are entering, and they 

attack riva units when you move them into a square 
containing an enemy unit. M os: ground unitshave an obser- 
vetion range of one square unlessthey're tanding on a Hill 
or Mountain square 


Ground units can also pillage—that is strip the countrysde 
they're crossing of any improvements Worker units have 
built, tearing up roads filling in irrigation ditches, and col- 
lapsing mines 


Naval Units 


N avd units move only through water squares and T 
cities Some naval units (Gdleys Caravels | Hs 
Galeons and Transports) can cerry ground units a 
ав pessengers Carriers сап transport air units and 
Submerines can transport missile units 


Many пала unitscen conduct bomberdment— thet is they cen 
bombard units or cities on land squares T his type of bom- 
bardment works in much the same way æ the Bombard ail- 
ity of ground units Nucleer Subrrerines cen cerry Tactica 
Nukes No other subscen cerry any other kind of missle Sub- 
rrerines cen trava underwater, which hides them from most 
units view, but some units (Aegis Cruisers for exemple) can 
spot submerinesif they are up to two squares away. 


Air Units 


You do not move air unitslike you do other units 
I nged, you assign them to specific misions T hey 
must be Бава in a friendly city or on a Carrier. 


When an ar unit isthe active unit, you'll notice some new 

Ordersbuttons U setheseto assign amisson to the unit.T he 

poss bilities are 

® Bombing Mission: Bombad on the selected terrain 
square or enemy city Air bombardment affects units city 
improvements and city populations 


* Recon Mission: | nvestigete the sdected square 


* Re-base Mission: В docde the unit's base of operations 
to another city or an aircraft carrier. 

* Air Superiority Mission: Attack any and all enemy ar 
units found within the unit's defensve range (half of its 
operaionad range). T his is Similar to the Fortify order in 
that it remainsthe unit'saeignment until you reactivate the 
unit in order to giveit other orders Only fighters (includ- 
ing the F- 15) are capable of flying аг superiority misions 

e Airdrop Mission: Carry a single ground unit to a speci- 
fied locetion, land, and drop the unit off, leaving it there Only 
H dicopterscen airdrop ground units and then only within 
their operetiond rengeT his“ vertical insertion” cannot place 
aunit into a quare that contains an enemy unit. 

* Precision Bombing: Onceyour civilization hasreseerched 
the Smart Weapons advance Stealth Fighters and Stedth 
Bomberscen execute thismisson. U seful only against cities 
precision bombing tergetsi morovements If all improvements 
in аа+у are destroyed, the rrision then targets population. 

Certain air units can carry out these missions but only if a 
suitable target iswithin itsopaationa renge T he range is out- 
lined on the map in the same way asthe range for bombard- 
ment, and the same cross haárs help you to find appropriate 
targets Air units can cross any type of terrain to fulfill their 
mission, but they don't spend movement points according to 
the terrain, nor do they get any bonus for crossing squares 
improved by roads or railroads Assigned missions take one 
turn to complete 





Missiles 

If a city is the target of a norma cruise missile : 
attack, the city suffersa bombard attack. A nuclear | 
missile attack destroys half the population, regard- 

less of nationdity. Military units have a 50% 

chance of surviving a nuclear attack. In addition to the loss 
of units cities and improvements all land terrain squares 
adjacent to the impact square become polluted. 


As you might expect, al missile units are one-shot attackers. 
They're aways destroyed гБ part of the process of attacking. 
N ote that misslesare considered air unitsand function iden- 
ticdly to planes with regard to movement. 


Leaders and Armies 


When an dite unit winsa batle there isachance that agre 
leader will emerge A leader can achieve greet deeds like fin- 
ishing acity's building project or building an amy. 
Finish a great work: When it arrivesat acity that'sin the 
midst of building aunit, aWonde,, or a city improvement, 
aleader can whip the population into a productivity frenzy, 
so that they finish the project in one turn. 


Create an Army: A leader in асіїу cn build ап army there 
An army is a ground unit that can contain other ground 
units (much like a seagoing transport unit carries units). 
When an атту is creed (ether through a læder or mili- 
tary academy), you cen load or unload units into it Once 
thet army leaves the city where it was agermbled, you can- 
not add or remove units from the army Armies now liter- 
aly hare the hit points of the units within it For example 
en army of three regular speermen hashit points equa to 9. 
To kill any unit in the army, the entire amy must be dim 
inated. Armies heal a the regular rete of the units which 
meens that an army will арреег to heal faster than а regular 
unit. The only unit abilities that an army cen inherit is 
mobility, and only if dl unitsin that amy have that ability. 


Scientific Great Leaders 


Scientific Greet Leaderscen be awarded to civilizations who 
derronsrae their technologicd prowess Any time you are 
the first tribe to research a tech, the opportunity for 
receiving a Scientific Greet Leeder is increased. They can 
be used to boost science in acity for 20 turns or to Hurry 
City Production. 


Note that, whichever option you choose the leader is used 
up in the process 


Combat 


Combet occurswhen aunit entersa map square occupied by 
arivd unit or city Battlesareresolved immediately. If the unit 
under attack hasno ability to defend itself (Workers Settlers, 
Scouts end similar units), it is captured without a fight. 
Mos battles result in the destruction of aunit (see“R etreat” 
below for the exceptions). When more than one unit 
occupies the defender’s square, the unit with the highest 
defensive strength defends If the attacker defeetsthe only unit 
in asquare it occupiesthe now vacant square after the fight. 
If there ae multiple unitsin the square however, the attacker 
returns to itsoriginad square 


A Note on Capturing Units 


You can capture artillery units (C atapult, Cannons and 
such), but only if you already hae the advance that 
would allow you to build the unit T hat is if your civ- 
ilization doesn’t yet understand how а unit works you 
can't capture it and use it. j^ 


p.a 


Retreat 


“He who fights and runs away lives to fight another day" 
Few unitsin the game adhere to that maxim, but those that 
do can be very useful to a resourceful ruler. When a fast 





ground unit (the Н orsermen isa good example) attacks or is 
attacked, it fights until it has one remaining hit point, then 
moves away from the battlefield. Of course if the unit issur- 

rounded by inaccessible squares (oceans and enemies), it has 
nowhere to run and cannot retreet.W hen the battle involves 
en equdly nimble opponent (such as another Horsemen), 

retreet is not possible. 


Hit Points and Damage 

Hit points are graphically indicated Бу the colored heath bar 
neer each unit. Both the length of the health bar (the num- 

ber of segments) and the color are significant. As a unit loses 
hit pointsin an attack, itshealth bar gets shorter. In addition, 

when the unit is reduced to approximately two-thirds of its 
full strength, the health bar changes from green to yellow. 

When aunit's hit points are reduced to around one-third of 
itsfull strength, the bar changes from yellow to red. 


In Trouble 











Injured Healthy 


Hit points represent a unit's relative durability in combat st- 
uations М емЛу built unitsgenerally have 3 hit pointsVeteran 


units have 4, and elite units have 5. A unit with З hit points 
Cen take three points of damage before being destroyed. 

Successful attackersthat have movement points remaining after 
combet сап continue moving normelly—and some cen even 
attack адап. However, successful attackers often sustain dam 
age in each battle and resting between fights is recommended. 


Healing 

A damaged unit can teke time to heal by skipping its entire 
turn (pressthe Spacebar). U nitshed faster when they remain 
in cities for a full turn. If the city they occupy has certain 
improvements they can heal even more rapidly. Along with 
its capacity for turning out veteren units a Barracks can 
repair ground units A H arbor can repar navd units Airports 
end Carriers repair air units Іп all these cases, the damaged 
unit is restored to full strength in asingle turn. 


N ote tha: units do not regenerate as long as they are within 
the cultural border of a foreign civilization (with one 
exception; see Chapter 10: Wonders. N either do dr units 
based on Carriers 


Terrain Modifiers 


Theterrain the defending unit occupies mekesa difference in 
combat. Each type of terrain Пава“ defense vdue" that it lends 
to any unit defending itself in that terrain. T his cen greatly 
increese а unit's chance of surviving an attack. For example 
while a unit sending on plains (defense мае of 10) doesn’t 
9e much tatica help from the flat landscape the same unit 
hiding in tne rugged mountains (defense vdue of 100) would 
enjoy amuch greeter chance of victory T he defense vdues of 
dl the terrain types ae listed in the Appendix. 


Calculating the Winner 

Combet is esentidly like a rapid-fire boxing match. U nits 
fight one-on-one rounds with damage being subtracted from 
the hit pointsof the loser of each round.When one unit loses 
al its hit points it is destroyed. 





The important factorsin combat are the attack and defense 
strengths of the combatants г well as their hit points the 
presence of veteran or elite units on either чае, the terran 
occupied by the defender, and any defensive improvements 
in the square In addition to considering all of these factors 
combat азо includes ап element of chance Sometimes а 
unit just gets lucky. We don't want to drag you through lots 
of heavy arithmetic for each combination of factors, but the 
caculationsfor each round of combat can be boiled down to 
asimple comparison. 

Тһе totad modified attack and defense factors are combined, 
end the probability of either side winning isaoproximetdy the 
retio of each sde'sfactor compared to thistotd. For example 
ifaKnight (attack factor 4) attacksa Speermen (defense factor 
2), the total of thefactorsis 6 (4 + 2). T he Knight has about a 
66% chance (4 out of 6) of winning each round. 


The battle rages until one or the other completely loses its 
health bar. It is poss ble for one opponent to win every round 
end take no damage ё dl, and it is posible for the opponents 
to trade damage for damage until even the eventud winner is 
badly beeten up. M os battles fal somewhere in the middle 


Adding in Ad justments 


How do the adjustments for terrain and so on work?T hey're 
added into each factor they affect before the tota is deter- 

mined. For instance, if the Spearmen is behind city Wals 
(which adds 5096to aunit'sdefense factor, making the Speer- 

men а 3), the odds are changed to 4 out of 7 for the Knight 
end only 3 out of 7 for the Spearmen. 


Special Combat Cases 


To better reflect their red- world abilitiesand handicaps some 
units have unique combat rules and abilities There are a 
number of special combat situations which have special rules 
detailed below. 


Air Battles 

Only units capable of flying air superiority missions (like 
Fighters) can attack other air units W hen an enemy air unit 
fliesinto the defensve radius of ап dr unit flying air superi- 
ority, the defending units have a chance of shooting down the 
incoming enemy with no damage to the city Of course the 
enemy might dso get through and complete its mission. 
N ote that defending air units gain no combat: benefits from 
city improvements— even SAM Missile Batteries 


Bombardment 

Artillery units (Catepults Cannons and dl Artillery units) and 
warships (Frigate M an-o- Wer, Irondad, Destroyer, Battleship, 
Aegis Cruiser) have the ability to berrieerd aterget that’s within 
their range Bombardment is an attack that does not involve 
moving into the same square as the defender. It’s a“ а-о” 
or “ranged” attack. T he attacker takes no risk of damage 


Bombardment affects everything in the target square, not 
ju enemy units T he projectiles you launch might damage 
defensive fortifications like Fortresses and city Wals harm 
military units destroy a portion of a city's population, or 
demolish city improvements. 

N ote that the bombing attacksof fighters and bomberswork 
in much the same way as this type of bombardment. 


Automated Bombard, Bombing, and Precision 
Bombing: You can order units to bombard, bomb or pre 
cidon bomb a single target геревќедіу without having to 
issue anew order every turn. T he keyboard shortcutsfor these 
actions ae always avaálable You must turn on Advanced 
Unit Action buttons in the Preferences screen if you want 
the following buttons for these commandsto be displayed on 
screen when you sect a unit. Note Automated bombard- 
ment, bombing, and precison bombing continue until you 
sop the attack. 





Auto Bombard 

Auto Bombing 

fh Auto Precison 
Bombing 


City Defenses 

Just by standing insde a city or metropolis a unit gains a 
defensive bonus T he larger a settlement’s population, the 
better the innate defense it providesto military unitsstationed 
or gerrisoned there. 

TheWalls improvement raises the defense strength of units 
within atown (size 6 or less) by 50%—the same bonus given 
by adty (Sze 7- 12). T hisboos is applicable to attacks by а! 
ground units (М ote that unitsinside acity of 92е 7 or more 
get no bonus fromWals) T he Coastal Fortress increases the 
defense strength of all unitswitnin acity by 50% адат+ naval 
ataks The Coe&a Fortress сап also take shots аё passing 
enemy ships 


Fortresses 

Unitswithin aFortressgein significent adventagesA unit ta 
tioned within a Fortress has its defensive strength increased 
by 50% and it gainsthe ability to take "free shots’ аё passing 
enemy units Once your civilization has discovered Con- 
struction, Worker units can build Fortress on any terran 
square (except a city quare). 


Naval Blockades 

You cen blockade a riva civilization if you are at war with 
them. Jus postion your shipsin every sea square surround- 
ing ап enemy Н arbor, and no trade cen get through. Likewise 
your ships can be positioned at a nava  chokepoint to have a 
similar effect. 


Nuclear Attacks 

You launch anucleer attack in the same way you target an аг 
unit bombing mission.All unitsin the target square and adja 
cent squares have only a 5096 chance of surviving, regardless 
of their cultura allegiance (in other words, both theirs and 
yours). |n addition, a bombed city loses half its population. 
The defense against most nuclear attacks is the Small Won- 
der SDI Defense 


Stealth Attack 

Stealth Attack allows you to pick your target regardless of how 
many units are in the sack that you are attacking. Use this 
ability to ensure that the Elite Spearmen who keeps healing 
every turn doesnt get the chance 


Enslavement 

Endavement gives you the opportunity to capture adefeated 
unit and convert it into a worker or other unit (determined 
by the unit with the Endavement ability).T he M ayan Javelin 
Thrower, English M an- O- War,and Privateer al have the 
ability to endave units 


Settlers and Workers 


Settlers are groups of your most resourceful and adventurous 
citizens As independent pioneers they perform a critica 
function for your civilization: they found new cities No 
other unit has this vita ability. 

Workers serve as civil engineers improving the 

terrain for your empire's benefit. At first, their А 
sillsarefairly limited, but asyour civilization dis- у 
covers advances, they develop more talents and 

better equipment. 

Your civiliZetion produces SettlersandWorkersin 

the same manner as it does any other unit, with 

one caveet.W hen one of these unitsiscompleted, 

the population of the city that produced it is 





reduced by one for Workers and by two for Settlers, repre- 
senting the emigration of these pioneers 


We'veincluded dl of the veriationsin atable that liststhe tesk, 
the shortcut key, the required advance (if any), and the ter- 
гап types that benefit from this improvement. Full explana- 


Founding and Adding to Cities tions of each activity appeer after the table 


To found а new city, move a Settler to the dedred location 


and click the Build order or press [B]. T he unit dissppeers Shortcut Required Terrains 
asthe people it represents become the first population point Order Так Key Advance —— That Benefit 
of the new city Irrigete l = Desert, Graand, 
T he same order can be used to increase the size of an exis- ^9 (fresh water) Plains Flood 
ing city M ove a Setler or aWorker into an existing city and Plains 

click the Join City order (or pres [B]).T he unit isabsorbed Irrigte | Electricity Реза, Grand, 
into the city. A Worker adds one point to the population; a (without weter) Plans Flood 
Settler adds two. Plains 
Making Improvements LE сег жо = ES 
Workers can meke a number of agricultura and industria 

improvements to your civilization's topography. Each tak shift _ Junge 

takesa number of turnsto complete depending on theterrain 

being improved. Some improvements can only be undertaken 

after your civilization has acquired certain technologies anis Е diio 
Workers are азо the only unitsthat cen improve terrain. 

Teamwork mekes these units work faster. You can combine » 

Workersto finish taks more rapidly. For example twoWork- - - 

erswork twice as rapidly сос and three сап accomplish а у Paire. = CULE; СООЛ «Ary ESQ 
tak in one-third the scandard time 

There is no limit to the number of times your Workers can ; | | 

build new improvements оп any given terrain square If the S о ACUTE Села Агу Forre 
changing needs of your civilization demend clearing, irriga- j BIER 

tion, reforesation, dering, pollution cleanup (deoxifica- 

tion), and reforestation in succession, the land can take it. If Mine M — Desert, Hills — 
the order button you want doesn't aopeer in the usua place э маз маг 
it's because the tak cannot be accomplished on tha: square 

at this time Perhaps undertaking another improvement will R foret N Engineering — Graadand, Plains 
meke the desired option available in the future. For instance Tuhoa 


aJungle square cannot be irrigated. You'll need to convert it 
to aPlanssquere firs, then you can irriga&e 





Shortcut Required Terrains square). Sometimes you might find it necessary to irrigate 


Order Так Key Advance — That Benefit squares to which your city has no access in order to extend 
ClenUp Shite — — Any Polluted irrigation into squares the city uses After you've discovered 
Land Square Electricity your Workers can irrigate squares without fresh 
water. When your Worker is in the appropriate square click 
Build R oad R = Any Land Square the Irrigate order or press [I]. 


To have theWorker irrigate the square they're in, then irri- 
сёе every square in a continuous path linking theWorker's 


- - | current location to the nearest city, press [Ctrl]- [1]. 
Build R ailroad Shift-R Steam Power Any Road Square 


Clear 
Cleering terrain isa low-tech, labor-intensve form 
Build Colony B = Any Land Squere of land transformation, avalable only for some ter- 
rain types Cleering improves the movement point 
cost of dense terrain (athough it also eliminatesthe 
BuildAirfidd Ctrl-Shift-A Flight Any Neutra or defensve bonus) and provides land suitable to fur- 
Owned Lend ther improvement through irrigation and such. 
Sometimes, a terrain square might need to be 
BuildOutpot СО Masonry Any Мелта or cleered to dlow for irrigation, then later reforested 
Owned Land to restore valuable resources When your Worker is 


in the appropriate square, click the Clear order or press 
Build R ada Tower Ctrl-T Radio Any Land Square [Shift]-[C]. 
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Build Fortress 

Irrigaeto City ^ Ctr-I — (Automated) Building Fortresses can be essential for defense of 
terrain tha is not a city ste Fortressss provide a 
defensive bonusto rurd or frontier unitsin the same 
R álroadTo Ctrl-Shift-R Steam Power Any Land Square way theWallsimproverment benefits urban defensive 
units (see" C ombar" for the full details. When your 
Worker isin the appropriate square dick the Build Fortress 
Trade N ework Ctr-N — (Autorreted) order or press [Ctrl]-[F ]. 


RoadTo Ctri-R — Any Land Square 





Road then Colony С-В — Any Land Square 


Barricades 

Extensons to existing fortifications that crede a 
Zone of Control. Barricades double the defensve 
bonuses of Fortresses and also sop any unit from 
being able to move pest the barricades until the 
next turn. You must have a fortificetion in place to 
build a barricade 


Irrigate 

Irrigation can improve the agriculturd production 
of adity’sterrain. (T he form of government you rule 
under can limit the improvement.A suitable square 
сап dways be irrigated if it sharesa аде or adiago- 
nal with asource of fresh water (terrain with ariver 
running through it, a freshwater lake or another irrigated 








Mine 

Mining terran dlowsfull exploitation of tne naturd 
resources present— it increases the number of shields 
you collect from the square When your Worker is 
in the appropriate square click the Build Mine 
order or press [M]. 


Reforest 
Click this order to refores a square that’s devoid of 
trees T his resultsin a change in the quaresterrain 
type generdly for the better. When your Worker is 
in the appropriate square click the Reforest order 
or press [N]. 


Clear Damage 

Pressing [Shift]-[C] or clicking on the Clear 
Damage button will set your worker to the tak of 
cleaning up damaged terrain tiles Damage occurs 
when volcanoes erupt or when factory waste 
become excessive. Bombardment of terrain can 
aso cause creters that can be cleaned with this commend. 
Pressing [Shift]-[D] will automete a unit to clear damage 


Build Road 

Building roadsacrossterrain reduces the movement 
point cos of thet square to one-third of apoint, pro- 
vided that the moving unit enters from an adjacent 
road square. It dso improves the commerce pro- 
duction of the square W hen your Worker is in the 
appropriate square click the Build Road order or press [В]. 


To build acontinuousroad linking theWorker'scurrent loca 
tion to another square press [Ctri]- IR ]-You'!! need to sslect 
the destination square in the same way as you do for aGoTo 
order. 

You can dso assign your Worker to a long-term project: 
building an unbroken network of roads linking all of your 
citiesand dl of the specid natural resourceswithin your bor- 
ders To start this ambitious undertaking, press [Ctrl]- [М]. 











Build Railroads 

Laying track acrossterrain diminatesthe movement 

point cost of that square providing the moving unit | 
enters from an adjacent railroad square В ailroads - 
азо increese the yieldsof both irrigation and mines 

You can only build them where you have already 

built roads In addition, railroads require both I ron and Coa. 
When your Worker is in the appropriate square click the 
Build Railroads order or press [Shift]-[R ]. 

To build a continuous railroad linking theWorker's current 
Іосайоп to another square, use [Ctrl]-[Shift]- IR]. You'll 
need to sect the destination square in the same way as you 
do for a GoTo order. 


Build Colony 

Sometimes you find out too late— after you've built 

a city—tha: there's a great drategic resource or 

luxury just a few squares outside the City В adius 

You can’t wat until the city's border expands to 

bring it under your dominion; you need the 

resource now. |f you have aWorker avdlable you cen solvethis 
problem by building a «any. 

A colony is not a city but rather a smdl settlement with a 
specific purpose It givesany city that's connected to it access 
to the drategic resource or luxury in the colonized square 
When your Worker is in the appropriate square click the 
Build Colony order or press [B]. 

To first build aroad linking the square theWorker'scurrently 
into the prospective colony site then establish the colony, use 
[Ctrl]- [В] You'll need to select the desination square in the 
сате way as you do for a СОТО order. 


Build Airfield 


After you discover Flight, your Workerscen construct 
Airfields You can build Airfields anywhere inside 
your territory or in neutra territory AnAirfield cen 
be the target of aR e Вав action for ar units and cen be used 
Ба bese of operationsfor any air unit actions If theAirfidd 





fallsinto theterritory of another civilization, thet civilization 
tekescontrol of theAirfidd — unlessthecivilization in question 
has not discovered Flight, in which case the Airfield is 
destroyed. When aWorker builds an Airfield, theWorker islot. 


Build Outpost 


Outposts help eliminate fog of war by reveding 
sections of the map surrounding them. After you 
discover M авопгу, you can order Workersto build an 
Outpost anywhere insde your territory or in neutral 
territory Outposshaveasight range of two on flat land, three 
on hills and four on mountains If ап Outpost fallsinto the 
territory of another civilization, the Outpost is destroyed. 
When aWorker builds ап О utpost, the Worker is lost. 


Build Radar Tower 

R adar Towers become available ater you discover FF, 

R adio, and can be built in any land tile within your @ 
territory. Any of your units within 2 squares of a 
friendly R adar Tower receive ап offensive and defends ve com- 
bat bonus If your R adar Tower falls into the territory of 
enother civilization, the R adar Tower is desroyed. When a 
Worker builds aR ader Tower, theWorker islost. 


Automated Workers 


If you tire of giving orders to your Workers you can turn 
control over to a subordinate Use the Automate Worker 
order (or press [A]) to put the unit “on automaic" for a 
while Autometed units improve the terrain around your 
cities and they'll also etablisn roads between cities If you 
went to limit the automatedWorker's effortsto only the city 
it's currently nearest, use [Shift]-[1] instead. If you press 
[Shift]-[A], the automated Worker will not replace already 
existing improvements For example if you use [Shift]- [A], 
tne autometed Worker will not mine an irrigated Desert. 


You cen азо initiate these automated actions using 
Advanced Unit Action Buttons which you can turn ON 
or OFF in the Preferences screen. 





AutometeWorker (Clear Forests О nly) 
AutometeWorker (Clear Jungles О nly) 
AutometeWorker (C olony-To) 
AutometeWorker (I rrigate М earest City) 
AutometeWorker (Pollution Only) 
AutometeWorker (В dlroacd-To) 


[i] AutometeWorker (В oad- To) 
AutometeWorker (T his City Only) 


i AutometeWorker (T his City Only Without 
Altering Existing Terrain Improvements) 


AutomateWorker (Trade М etwork) 

By AutometeWorker (Without Altering 
M ExisingTerrain Improvements) 

GoTo City 

Sentry U nit (Enemy U nit Activates) 


Sacrificing Units 
Some units asfound in the M esamerica Conquest, 
ha^ havethe ability to capture other units When you are 
playing a scenario with the Endavement option 


ESSE ac) 


enabled, you can capture a unit and bring it back to one of 
your cities then sacrifice that unit to gain culture points 


Explorers 


Explorers are non- combat units that treet al terran as if 
there were roads across it. T hat is movement from square to 
square cossthem only one-third of a point T heir bravery and 
resourcefulness makes them idea for opening up new 
continents and discovering the far reaches of а landmess 
quickly T he risk isthat Explorers like Settlers and Workers 
have no way to defend themsalvesand can be captured by any 
military unit. 


Barbarians 


Barbarians are smdl tribes of raiders thet are not part of any 
opposing civilization. T hey alwayscarry the color whiteYou 
can set the likelihood and frequency of barbarian attacks in 
tneinitid game choices you meke You will encounter them 
periodically as your civilization begins to expand and grow. 
They arise from villagesin unsettled parts of any continent. 
Barbarians will attack your units and plunder your cities 
Because barbarians can appear in any unsettled area it is 
important to defend your citieswith a leet one military unit. 
Barbarians (and гіма units) can walk right into an undefended 
city. 

Barbarians arise in arees that are outside the borders of any 
civilization. T hey will appear at the same distance from dvi- 
lizetions T hus expanding your network of cities over a con- 
tinent eventud ly removesthe threet of barbarians because the 
entire area has become more or less civilized by your urban 
presence. 


When you find and invade a barbarian tribe's encampment, 
you wipe out the thred that particular group posed. T hevil- 
lage is destroyed and will create no more units (Any units 
aready outside the village however, continue to exist.) You 
азо gain financialy, as some of the horde's plunder is always 
found in the village 
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| CIVILIZATION 
ADVANCES 


у "Itisinthepursuit and study 


As humankind progressed by fits and чай through the ages 
Civilizations rose and fel, their success or failure due to what 


knowledge they acquired and 
how they employed it. 

Those who first acquire new 
knowledge are often able to 
employ it to build a more 
powerful position, but there 
have been many cases when 
civilizations obtained some 
new invention first and failed 
to use it to their advantage 














Science Advisor 
7 Great One, our 
Prophets have learned 
the secret of 
Bronze Working. 


What shall we explore 
The Wheel (20 turns) 
Ok. sounds good. __ 


The pace а which asociety — | wnraisthebigpictures > 
devdopsand implementsnew © 
knowledge depends on meny 

factors including its socid organization, economic organi- 
Zation, geographic location, leadership, and competition. 
The concept that progress is inevitable—or even tha it's 
desrable—is a relatively recent phenomenon. For most of 
hurren history, the pace of progress wesso dow esto be barely 
detectable but псе the Industria R evolution, the pace of 
advance and change has drameticdly increased. R apid change 
іѕ now considered norma. 


























Advances 


Scientific research is what drives your cvilization’s 
intellectual growth. The science each city generates 
every turn represents spending on research, a percent- 
age of the total income from commerce the city brings 
in. You сап acjus this percentage (for your civilization 
æ a whole) with the Science Rate controller ón the 
Domestic Advisors screen. A low science rate gener- 
aes advances slowly; a high rate generabes them more 
quickly. 

You wert to accumulate research to gain dvilizatim 
adenes The scientific research being performed by 
each city in your empire is listed in the Domestic 
Advisor's report. Each new advance that your civiliza- 
tion discovers “costs” a certain amount, of science. As 
you progress, more advanced technologies require 
more funding to research. The Science Advisor notes 
the advances you already have, the one your scientists 
are currently researching, and any plans for future 
research you've specified. Almost all new adenes allow 
your dvilizaic¢n to build new units абу inpomets or 
Greet Wondes. 

Most new civilization advances also open up a path to 
researching further discoveries You can think of the 
connections between acivances as a flowchart, a web, a 
tree, or whatever image works for you. T he important 
idea is that each adenæ is a Building Hak thet allons 
research into further adeanes You can even eventually 
research into the realm of science fiction; each futuristic 
advance you discover adds bonus points to your find 
score, as we'll explain below in “Future Technology" 
Accumulated research isn’t the only way to gain 
advances Contact with a minor tribe might dso net 
you a new civilization advance. Finally during parley 
with other civilizations you can sometimes get or give 


advances in trade. We'll give you the full details under 
Chapter 12: Diplomacy and Trade. 

Civilization advances are organized into ags Your 
Civilization must successfully gain all of the critical 
advances that belong to the next age. Of course, lean- 
ing all the advances in an age is your best bet. `, 


=== UMEN 
Climbing the Technology Tree 


Once your civilization begins to accumulae scientific 
research, your ScienceAdvisor aks you to choose a new civ- 
ilizetion advence to research. Н e suggessalineto pursue but 
before you just accept his choice take alook a the options 
Click the arrow to the right of hissuggestion to choose from 
a drop-down list of the advences you could research right 
now. If what you went ison the list, great. If not, use the Big 
Picture option to open the Science Advisor's screen. 


The Science Advisor presents all the possible avenues of 
research in the form of a handy flowchart. T hischart not only 
shows the research that's aválable to you now, it charts the 
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entire future of science You can usethe arrows neer the bot- 
tom of the screen to move between the ages of scientific dis- 
covery. You cen take a look & the Civilopedia entry for any 
advence by right-clicking on the name of the advance T he 
entriesfor any units improvements or Wonders are азо just 
adick away 

When you decide which advance you're most interested in 
pursuing, just dick on it All the advences you need to research 
in order to reach your god are selected for you and queued up. 
Unless you give them other instructions your scientiss will 
follow this line of resserch until you reach your god. 

If you know the next few advances you wish to research, but 
they dont lie directly dong the line to some future god, that’s 
Okay You can establish your own research queue advance by 
advance After you have sdected the first advance (#1), hold 
down the [Shift] key and select another advanceVoila! In this 
Way, you can line up severd advances and you won't have to 
worry that your scientists will get off track while you're pre- 
occupied with other matters (They'll still check with you 
between projects just in case you change your mind.) 
Once you have chosen your next research project, your sci- 
entiss pursue that topic until they learn the new civilization 
advence—or until you change their focus T hat's right, you 
сап interrupt research in progress If you go to the Science 
Advisor's screen, then click on the new advance you want 
your researchersto work on, they'll put their effortsthere Of 
course, by changing their focus you lose all of their work on 
the advance you order them to abandon. 


When research iscomplete your chief investigator announces 
the discovery. If the new advence gives you the ability to use 
a previoudy unrecognized strategic resource sources of it 
become visible on your World M ap. T he production menus 
in each City Display are immediately revised to include any 
new items the advance makes posible— wherever they are 
appropriate. How could an item be inappropriate? One 
example is that inland cities can never build ships so ship 
units never appear on their production menus even if you 


have discovered sedfaring advances. Another is that cities 
without accessto the requisite strategic resources (Н orsesfor 
mounted units for instance) cannot build certain items 
After you acquire a new advance, your Science Advisor 
appears again to ak for a new topic to research (or to verify 
your previousinstructions).T he lis of choicesisupdeted with 
each new discovery to reflect your growing knowledge base. 
Advances you acquire from minor tribes and diplomacy no 
longer appear on the list of choices since you've dready dis- 
covered them. If by chance you're given the civilization 
advance your sientistsare currently reseerching, your Science 
Advisor immediately switches the research effort to a new 
topic of your choice 


Optional Advances 


To moveforwerd from one scientific ageto the next (and gain 
access to the advances in that age), you're required to suc- 
cessfully research anmo dl of the advances available in your 
current age T he only exceptions are advances that fal into 
the category of optiona. 


Ancient 
• Horseback R iding 
* Literaure 
* Monarchy 
* Republic 


Middle Ages 
* Chivary 

* Democracy 

* Economics 

• FreeArtidry 

* Military Tradition 
e MuscT heory 

* Navigdion 

* Printing Press 





Industrial 

* Advenced Flight 

* AmphibiousWarfare 

* Communism 

* Espionage 

• Fe&ism 

* |ronclads 

+ Naiondism 

* Sanitation 

Т hese advances are not required, but can certainly be useful. 


Optiond advances frequently make consrrudion of Greet 
Wonders possible 


Future Technology 


After your scientiss discover the last of the named advances 
they can begin researching futuristic advances T hese not- yet- 
imagined civilization advances are collectively known as 
“Future Technology" When your civilization accumulates 
enough scientific research to finish one unit of FutureTech- 
nology, you can resach another. Each Future Technology 
you discover adds to your final score (see "Scoring" in 
Chapter 13: Winning the Game for other ways to boost 
your fina tota). 


Special Advance Effects 

A number of the advances have effects independent of the 
new units and improvements you can build. We summarize 
these effects here Each advancess Civilopedia entry dso lists 
al of its effects 


Ancient Advances 
Construction: Workers сап build Fortreszes 


IronWorking:T he strategic resource Iron appearson the 
World М ар. 


Masonry: Workers can build Outposs 
TheWhee!: T he strategic resource Н orsesappearson the 
World М ар. 

Writing: Allows you to exeblish Embessies dgn right 
of passage agreements and military alliances with other 
civilizations 

Middle Ages Advances 

Astronomy: Allows trade to take place over Sea squares 
Engineering: Workers can plant forests Knowledge of 


bridge building causes movement bonuses to apply when 
crossing ariver on aroad. 


Gunpowder: T he &rategic resource Sdtpeter appears on 
theWorld Map. 

Magnetism: Allows trade over Ocean squares 
Navigation: You gain the ability to trade maps 
Printing Press You gan the ability to trade communi- 
cations with other civilizations 


Industrial Advances 
Electricity: Workerscan irrigate from any source of water. 
Flight Workers can build Airfields 
Nationalism: Allows you to sign mutud protection pacts 
end trade embargoes. М ationdism also allows you to moki- 
lizeyour economy T hisallows you to draft citizensto cre- 
ate military units 
Refining T he cdretegic resource Oil арреагѕоп theWorld 
Map 
Replaceable Parts T he та ос resource В ubber appears 
on theWorld M ap Doubles the work rete of Workers 
Steam Power: Workers can upgrade roads to railroads. 
The srategic resource Cod appearson theWorld M ap. 





Modern Advances 1 al! | WONDERS 


Fission: T he 3rategic resource О ranium appears on the 


World Map. У 

Rocketry: T he dretegic resource Aluminum appears on 1 ^. FE A 

theWorld Map. » “Тһегевлес 

Satellites: Clear any remaining unexplored areesfrom the ` agetrue is 

World M ap. thenonurets 
she leaves 


A Wonder of the World—whether it’s a Greet Wonder or a 
Smal Wonder— isa dramatic, awe- inspiring accomplishment. 
It istypicaly a greet achievement of engineering, science or 
tne arts representing a milestone in history. As your civiliza 
tion progresses through the years certain advances meke 
buildingWonders of theWorld possible T hese and the Smal 
Wonders are the extraordinary monuments of a civilization, 
bringing everlasting glory and other benefitsto their owners 


The Concept of Wonders 


Both types of Wonders are like extraordinary city 
improvements in that they are achievements or sruc- 
tures that you can undertake. Unlike dty improvements, 
each Greet Wande is uniques existing only in the city 
where it is constructed. Small Wonders are not unique, 
but each civilization cen build only one of each. » +” 

Small Wonders are Wonders that either are not quite 
remarkable enough to be unique or have such useful 
benefits that it’s not fair (that is it makes the game less 
fun) to linit them to one civilization. Great Wonders 
have prerequisite civilization advances similar to dty 
improvements In contrast, Small Wonders are mace 
possible by acivilization making specific achievements. 





Every dvilization can build the same Small Wonders, 
but only after they have accomplished the prerequisite 
achievement. 

Every Wonder confers a specific benefit on the civi- 
lization that owns it (you can find the specifics in the 
Civilopedia listing for each Wonder). If a Great Won- 
der is captured (along with the city it's in), its bénefits 
go to the new owner. Small Wonders in a city are 
always destroyed when the city is captured. $ 
If aVVonckr of theVVorld is destroyed by the ckirration of the 
азу in which it stood it cn nee be realt. Its benefits ae 
lost to the world forever. Further, some of the glories 
of certain Wonders dim over time. Objects and accom- 
plishments that awed the ancients lose their luster for 
people of the modern age. T he achievement. of later 
advances can negate the benefits of dde- Wondes. The cul- 
turd benefits of aVWWonder continue to accrue unless the 
Wonder is destroyed. 


pu ——— 
Building Wonders 


You can build aGreat Wonder only if you have discovered the 
advance that mekesit possi ble— and if it doesn't dready exist 
somewhere ese in the world.Wonderscen be built in any city, 
end you cen build more than one in the same city. 


If you are building a Greet Wonder in one of your cities and 
the sameWonder is completed elsewhere before you finish, 
you must convert your production to something else Any 
excess shields are log, so be careful what you choose 


Wonders ae often long-term projects es befitstheir magnif- 
icence If you went to complete construction of a Wonder 
faster than the city that isbuilding it can generate shields you 
have only one option: use aleeder.T hereisno other method 
of hurrying aWonder project. 


Destroying Wonders 

GredtWondersare not destroyed when an enemy cepturesthe 
ditty in which they exit. However, if a city possessing one is 
rezed, that Wonder islost forever and cannot be rebuilt. 


The Benefits of Wonders 


Each Wonder hæ both specific and general benefits You сап 
read about the specific benefits in tne appropriate C ivilope- 
diaentry or in the спа а follow. T he glory— and culture 
points—thet accrueto your civilization for possessing aWon- 
der are the general benefits conferred by such greet works 
more importantly, these benefits continue to accrue even if 


new advances meke theWonder's specific benefit obsolete 


Small Wonder 
Andet 
Forbidden Pdace 


Heroic Epic 

Iron Works 
Мејваі 

Military Academy 
Wal Street 
поела 
Batlefidd Medicine 
Intelligence Agency 


The Pentagon 
Secret Police HQ 


Modam 
Apollo Program 


Strdegic Missle Defense 


Effect(s) 


Lowers corruption asif it were a second 
Cepitd 

Increases the likelihood of leaders appegring 
Production increesed by 100% in the city 


Can build Armiesin the dty without a leader 
Treesury eerns interest every turn 


Allows military units to heal in enemy 
territory 


Enables you to undertake Espionage misions 
All Armies troop capacity increesed 


Acts a second forbidden раге 
(Communis cvs only) 


Allows construction of spaceship parts 
Chance of intercepting ICBM attacks 





Great Wonder 
Andet 
The Colossus 


The Greet Librery 


The Greet Lighthouse 


The Greet Wall 


The Hanging Gardens 


TheOrade 


The Mausoleum 
of M ausollos 


The Pyramids 


The Stetue of Zeus 


TheTerrple of Artemis 


Medad 

Adam Smith's 

Trading Company 
Copernicus О bsrvaory 
JS Bach'sCathedrd 


KnightsTemplar 


Effect(s) 


Adds one Commerce to dl squares where 
you're producing Commerce 

Gives you any advance dredy known by two 
other known civilizations 

Galeystrave sefely in Sea squares 
Movement allowance of all navd units 
increesed by 1 

Doubles the defense bonus for dl your Wals 
Your units combet vdues are doubled versus 
berberians 

Makes З content citizens happy in the city 
where it's built and 1 in all others 


Doubles the happiness effect of dl Termplesin 
your cities 
Grants 2 Culture Points and 3 happy facesin 


the city in which it's built. Can become a 
tourist attraction. 


Puts a Grenery in а! your dties on the same 
continent 


Produces an Ancient Cavdry unit every five 
turns for free T hisWonder сап becorre а 
tourist attraction. 


Grants 4 Culture Points and adds a temple to 
every city on the continent. Can become a 
tourist attraction. 


Pays meintenence for dl trade-related city 
improvements 
Doubles reseerch in the city where it's built 


M акеѕ 2 unhappy citizens content іп all 
your cities on the same continent 


Produces free Crusader in the city that 
builds it every five turns 


Great Wonder 
Leonardo'sWorkshop 
Magellan's Greet Voyage 


Michdangdo’s Chapd 


Newton's U niversty 


Shekespesre'sT heater 
SunT zu'sArt of War 


Indsriad 


Hoover Dam 


The United Nations 
Theory of Evolution 
Universal Suffrage 
Modam 


Cure for Cancer 


Longevity 


SETI Program 
The Internet 


The Manhatan Project 


Effect(s) 

Reduces the cos of upgrading units by 50% 
All your пала units дат 1 extra movement 
point 

Doubles the happiness effect of dl Cathedrals 
Scientific research in the city thet builds it is 
doubled 

8 unhappy citizens are mede content 


Provides the benefits of a Barracksin dl your 
cities on the same continent 


Provides the benefits of a H ydro Plant to all 
your cities on the seme continent 


Маке DiplorraicVictory posible 
Сап two free civilization advences 


В educes war weerinessin all your cities 


Makes 1 unhappy citizen content in each of 
your cities 

Cities grow by 2 citizens (instead of 1) when 
the Food Storage Box fills 

Doubles science reseerch in its city 


Provides а В eearch Leb in every friendly афу 
on the continent where it is built. 


Allows al civilizations to build nudeer 
weepons 


Tourist Attractions 


Greet Wonders of theWorld cen becorne tourist attractions, 
which generate additiond commerce for the city in which 
they were built. Greet Wonders do not begin to draw in 
tourists until the Wonders are & leat 1,000 years old. 
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3 MANAGING YOUR 


CITIES 
AE Г 8 
"Treat thamwedl— but 
nct too wdl—and you 
will g what you want 
fraomthem" 


Each city has different assets and demands, so each should be 
managed somewhat differently from the others You should 
keep sverd goalsin mind when managing a city: mantan- 
ing population growth, maximizing a useful mix of eco- 
nomic development (food and materials, producing com- 
merciad income for research and your treasury, and building 
useful units and improvements— al the while maintaining ап 
attitude of contentment and thereby avoiding civil disorder. 
For cities to grow and prosper, they need to balance eco- 
nomic output with their citizens needs for infrestructure 
and services. 


As your dty increcses in size, its population expands 
and it produces more and more bread (food), shields 
(production), and commerce. In city management, you 
add another layer of concepts that address how you 
tum these materials into products you can use. Refer 
to the City Display as you read. P 

Bread feeds your population. When а city ires 
more food than its population consumes each turn, the 
excess accumulates in the Food Storage Box. When the 
box is full, another citizen is added to the Population 
Roster and the city increases in size. If your city is not 
producing enough food each turn to feed its popula- 
tion, the shortfall is noted and stores are removed from 





the Food Storage Box. If the box empties, one citizen 
is removed from the Population В oster and your dty 
decreases in 92е. 

Experienced players should note that military units no 
longer require shield support from their city of origin, 
Support for military units comes out of your treasury. 
Settlers and Workers also do nc require food support 
from their city of origin. They're supported with money 
from your treasury, like other units t$ 
Shields power your industrial capacity W hen acity pro- 
duces shields, those shields accumulate in the Produc- 
tion Box. When the Production Bax is full, your city 
produces something. It can “build” one of three kinds 
of things units, which move around the map (like Set- 
ders and Chariots); dty improvements which are бесі 
to specific cities (like Libraries and Aqueducts); and 
Wonders of the World, which give great benefits to the 
Gvilization that builds them (like the Pyramids or Great 
Lighthouse). The type of government you choose and 
the distance remote cities are located from your palace 
affect your shield production. Production capacity is 
often lost to wade. 
Commerce provides the tax income you need to main- 
tan your infrestructure, pay your armed forces and 
engage in scientific research. Based on the tax rae you 
set, income from commerce is further divided. You con- 
trol whet portion of your tax income is spent on sien- 
tific research and entertainment T he rest is allocated to 
your trecmury— after support costs (for units and city 
improvements) and any other expenses are deducted. 
Commerce income can also be lost to corruption. Your 
quent type of government and the distance to your 
сараі affect a dty's level of corruption. 


The Population Roster tells you more than just the 
number of citizens in your city It also notes your citi- 
zens nationality and their general level of contentment. 
Citizen icons appear in four different attitudes happy, 
анё unhappy and resisting When you start building 
grows, some citizens become unhappy. You* must 
City falls into амі dizxck. Not only does civil disorder 
sound bad, it has all sorts of nasty consequences, as 
we'll explain shortly. Whenever you take over a city of 
another nationdity (but not, usually when you retake 
one of your own cities), some of the population there 
resist your rule. They stay that wey until you make 
peace with their mother country or “win them over" 
and convince them to share in your culture— and go 
back to work. (They retain their nationdlity, however.) 
For now, you need to know that you сап incresse the hap- 
pines of your citizens in severd different ways hulding 
spaific dty injproverats like Temples and C athedrals (see 
“City Improvements" below), ressigingnilitary units (the 
explanation of military police appears under “R estoring 
Order" below), mekingluxuies aciledetb your іє and 
ingessing the amount cf taxes Spat сп enimrtimmen 


Population Growth 


Keeping a city's population growing is crucid because each 
additiond citizen contributes somethingto your civilization. 
Each new citizen bringsa new terrain square under produc- 
tion in your City R adiusuntil there are no empty squaresto 
work. After this point, each new citizen becomes a Specid- 
is T hus population growth increases your economic power 





end, concurrently, the strength of your civilization. T he 92е 
of your population isa mgjor factor in determining your Civ- 
ilization Score and isa meesure of how well you have ruled. 


* A toan hasa population of б or lower. 
* |t becomes a dty when the population is 7-12. 
* Above population 12, it's агтегораі< 


Resource Development 


The citizens of a city who work the surrounding country- 

зае harness the economic resources within the city's radius 

Depending on the needs of your civilization, sometimes you 
may prefer increased industrial output from a particular city 
to other types At other times you'll want increesed rev- 

enues Still other times sheer population growth might bethe 
most important goal. 

You can manipulate the output of a city by reassigning citi- 

zen laborerson the City Display If you se city resource icons 
on a teran square that mens a citizen is working there 

Click on one of those squaresto tekethe citizen off work and 
meke an Entertainer out of him. N ow dick on an empty ter- 

гап square to put the Entertainer back to work. By experi- 

menting with the placement of citizen laborers on the City 
Display you cen find the optimum production ratio of food 
to raw meteriasto commerce for that city. 

Having ап Entertainer on your Population В oger will change 
the attitude of one of your citizens For more information on 
this reaction, see" H арріпеѕапа Civil Disorder" below. 


Tax Revenue 

T he percentage of your commerce income thet is deposited 
into your treesury is determined by the research and enter- 
tainment rates you set оп the Domestic Advisor's screen. 
Why do you need tax revenue anyway? 


* You need са%ћ to pay support for your units—those over 
and above your dlotment of free units (based on your 
type of government. 


* Money isd% useful because meny of the improvements you 
build in your citiesrequire a maintenance fee every turn. 


* You can sometimes pay to speed up industrid production 
(эге “В ud Jobs’ below). 


* You have to pay for espionage, especially propaganda 
campaigns to sway enemy cities over to your side (sse 
"Espionage" in Chapter 12: Diplomacy and Trade). 

* Læ, but not lees, cold currency is а medium of trade that 
сап serve you уа! during negotiations with your neighbors 
(see"Conduding Diplomacy" in Chapter 12: Diplomacy 
and Trade). 

The combined tax revenues of al your cities after the 
research and entertainment percentageshave been deducted, 
must exceed the combi ned maintenance and military support 
requirements before any can accumulate in your treasury. It 
isnot necessery for every city to have a positive cah flow, but 
enough cities must be profitable to cover your civilization's 
expenses—or your treasury will be depleted to cover the 
deficit. You can wach the Treegury line іп the Info Box or 
check witn your Domestic Advisor to see if you have a sur- 
plus or a deficit. 


Some cities might not be especially suited for industrial pro- 
duction because of terrain or other factors but might still be 
good commerce centersand capable of generating lots of tax 
revenue If you get to the point where you are no longer 
interested in building new itemsin alocetion, you can direct 
the city to build wealth by converting its shieldsinto gold. 


Scientific Research 


Тре greeter the research contribution each city makes the 
faster your people discover new civilization advances T he 
science rate you set determi nes the amount of research done 
in each city. 

You cen influence a city's reseerch contribution by adjusting 
the amount of commerce it generates (research is a fraction 
of commerce income), by creating Scientists and by building 





certain city improvements Improvements that can help are 
the Library, U niversity and В esearch Lab— plussomeWon- 
ders Chapter 9: Civilization Advances goes into detail 
about how to read the advances tree 


Entertainment 


The greeter the entertainment contribution each city mekes 
the happier your people are T he entertainment rete you 
set determines the amount of bonus happy faces creeted in 
exch city 


Industrial Production 


Your most vduable cities can be those with the greatest 
industria capacity, those cities whose citizens produce the 
greetet number of shields T hese cities can quickly produce 
expensve military units with which you can extend the 
power of your civilization. T hey are aso bes a producing 
Wonders of the World, as Wonders generally cos: immense 
numbers of shields City management is a dynamic art; you 
must regulady monitor the production of your cities to 
ensure you are building the items you most need. 


Severd factors influence a city's production of shields T he 
terrain within your City В adiusismost important, escitizens 
working on some types of terrain produce no shields & all 
(sce Chapter 7: Terrain and Movement for further expla 
nations). You might find it worthwhile to have Workers 
improve the terrain within your City R adiusto yidd more 
or different resources. Beyond terrain, the form of govern- 
ment you choose for your civilization can affect the city's pro- 
ductivity (sse "Governments' in the next chapter for these 
limitations). 

There are a number of succesful strategies for adjusting 
industria capacity T he simples isto shift citizens laboring 
on the City Display so that they produce more shields (see 
“В esource Development" earlier for instructions). You can 
as haveWorkers improve terrain within tne City R adius 
to produce more shields Within each city you cen order the 
consrudion of improvementssuch asa Factory, Н ydro Plant 
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(or other power plant), Manufacturing Plant, or Offshore 
Platform that іпсгегве shield production. Several Wonders 
as affect shield output. Consult the Civilopedia for the 
complete lit of possible city improvements and Wonders. 
Each Civilopedia entry shows the construction and man- 
tenance cos of each item, its purpose and whet advance is 
required to meke it available. 


Note for Experienced Players 


There is no penalty for switching production in mid- 
stream, unless the new project costs fewer shields than 
are dready accumulated, in which case you forfeit the 
excess Shields as overrun. 


City Protection 


Greet economic management of acity isworthlessif the city 
is captured by rivals or plundered by berberians T herefore, 
part of your management plan must concern the defense of 
each city 


Military Units 

T he minimum city defense isone combat unit, preferably one 
good а defending. A second defender can provide backup in 
саве the first is taken out (see "Military Units’ in Chapter 
8: Units for the detailsof combat).A unit tha’sable to drike 
а enemiestha: move adjacent to the city is handy for week- 
ening or perhaps destroying them before they launch an 
attack. Garrison any units that you expect to defend a city 
because garrisoned units gain defense strength— as explained 
more fully under ^M ilitary U nits’ in Chapter 8 Units 


City Size and Walls 


Defending units defense abilities are modified by the Яге of 
the city they defend. T he larger a city's population, the bet- 








ter the defense modifier. A town providesno defens ve bonus 
a city gives a 50% boog, and a metropolis provides a 100% 
bonus I n atown you cen buildWalls which газе the defense 
to that of азге 7 city. (Walshave no effect in acity of Sze 7 
or more) Terrain bonuses are figured in before the city size 
endWallsteke effect. Some units can destroy wals with their 
Bombard ability. 


City Improvements 


City improvements represent the commercial, БигевисгаНс, 
educational, and public works infrastructure that meke large 
end efficient cities posible T hey also establish and build the 
cultura identity of 
the city. In the real 
world, N ew York 
City'sdense popu- 
lation depends on Cultural Advisor 
the extendve sub- Sir, the cultural borders of Berlin expand 
way system for because of its high culture! 
transportation and 
buys electrical power generated by distant grids LosAngeles 
is located in a desert and pipes in much of its water from 
sources hundreds of miles away. Parisisrenowned worldwide 
for its museums and its history of patronage for the arts 


Improvements are critica to the growth and importance of 
cities Inadequate provision of these facilities can limit the 
potential of acity Each improvement providessorne servi ce 
or otherwise mekes a city work more efficiently You must 
choose which improvement to implement at whet time 
Doesyour city need aM arketplace or a Library more? Would 
a Courthouse provide more benefit than a Cathedral? 
Would aTemple speed up expansion of your borders? Some 
improvements specifically impact military units For exam- 
ple Barracks produce veteran ground units O thersimprove 
your city'soutput, make the population happier, or aid in the 
city’s defense 

A city's borders determine what nearby strategic resources 
end luxuries you can take advantage of. T he expansion of 
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these borders is in turn, determined by the city's cultura 
development. You can only meke real progress by building 
end maintaining those improvements that contribute to the 
city’s cultura growth (such asTemples and Libraries). 


Certain combinations of improvement dramatically increase 
production in acity, though there are some rrestrictionsto this 
benefit. Discussing every city improvement in detail isbeyond 
the scope of this manual, but dl of the city improvements are 
listed in the Civilopedia Each entry explains the building 
costs, benefits and maintenance fees of each improvement, 
dong with any conditi onstnat might meke the improvement 
obsolete or nonfunctiond, so be sure to check them out. 


Losing Improvements 


Improvements are not invulnerable, nor are they guaranteed 
to be permenent fixtures in an ever- dynamic city T hey can 
be vulnerable to sebotage or bombardment. If you're realy 
strapped for cash, you can even sal acity'simprovements All 
SmalWondersin acity are destroyed whenever it iscaptured. 
(Perhaps it goeswithout saying, but when асу iscompletely 
destroyed, all the improvements are destroyed with it.) 


Sabotage 

The gspiesof arivd civilization can attempt to sebotage your 
city’sinfrestructure— and you can attempt to sabotage theirs. 
This might scrap the item thet the city is currently produc- 
ing or destroy haf tne hiddscommitted to the current proj- 
ect. See Chapter 12: Diplomacy andTrade for the details 
on“ diplomatic’ actions (T here aredefenses against this type 
of attack.) 


Selling Improvements 


То газе савй, open the dity’s City Display and look a the 
Improvements В oster. Any improvement that isnot aWonder 
cen be sold. Right-click on the name of an improvement 
you сап do without to sl it. A didog box shows how 
much you could receive for selling the improvement and 
how much you could get for selling that same improvement 


in dl of your cities To confirmthe sde click OK. If you sell, 
the improvement disappears from the city and the money is 
added to your treasury. 


Selling improvements can be useful when you are short of 
money. It can dso be useful when you are under attack with 
no reasonable chance of defending or recovering a city By 
selling off its improvements you reduceitsvdueto the enemy 
end salvage something before you lose the city You cannot 
sell Wonders of theWorld. 


Rush Jobs 


Sometimes you need the benefits of an improvement right 
away, not 20 turnsdown the line If your type of government 
dlows it and you have sufficient funds, you can ruh com- 

pletion of an item by paying for it. Speeding construction in 
this manner, however, comes at a premium cos. When your 
Gitizensare rushed, they receive overtime wages and must pay 
surcharges on materid delivery and fabrication. В ush jobs 
cost four timesasmuch gold asthe remaning shields needed 
for completion. (You cannot pay to rush a Wonder of the 
World.) 


Under some forms of government, paying for a rush job 
isn't an option.You can, however," spend" population points 
to hurry producti on.Your foremen use every means гё their 
disposa to get more work out of your citizens for the same 
pay—including forcible coercion if necessary. As you might 
imagine people don't enjoy working under those condi- 

tions and they look for waysto leavetown. By thetimethe 
work is done, enigration will have diminished the size of 
the city (You can't spend population to rush aWonder of 
theWorld.) 


To rush ajob without using either of these costly methods, 

you normally have two options Any unit that you disband in 
acity contributes a portion of its cost in shieldsto the cur- 

rent construction project, whether it is an improvement or 
another unit T he other method isto clear foressin the city’s 
radius T he resources ganed from this action go straight into 
the construction project. 


One way of completing a job in record time is adlable 
to you only if you have aleader and have not yet used it to 
create an Army. A leader, when entering acity can complete 
whatever is under construction there T he leader disappears 
in the process, however, so this is not an action to be taken 
lightly T his isthe only really effective way to rush the pro- 
duction of a Wonder of the World. Any leaders tha: you 
currently have available are listed on the Military Advi r's 
screen. 


Items completed by rush jobs are avdlable & the beginning 
of your next turn, so there is no adventage to rushing items 
thet would be complete on the next turn anyway To deer- 
mine whether an item can be completed next turn without 
rushing, check the City Display The number of turns to 
completion is noted in the Production Box and beneeth the 
city on the M ap screen. 


Culture 


The definition of ‘culture’ is a dippery one It can encom- 
pas anything that gives a civilization socid cohesion, its 
members a sense of belonging to something greeter than 
themselves Culture contributes to feelings of nationality, 
pride of place and the willingness to reid that which is 
dien.A того culture can impress other nations 


Many thingscontri bute to acity'scultura strength. Improve- 
ments especialy those generdly considered enlightening, 
like a Library or aTemple add to acity'sculture So do both 
kinds of Wonders T he longer a thing exists, the more 
venerable it becomes and thus it contributes more The 
chart on page 147 showsthe numbersof points contributed 
by the various buildi ngseach turn. During wartime footing, 
cultural improvements produce half the number normaly 
produced per turn. 

Wh good is dl this culture? It expands the city's cultural 
sphere of influaxeand contributes to your civilization's over- 
al cultura dominence We discuss your empire’s culture in the 





next chapter. T he sphere of influence is what's important to 
city management. 

The greeter a city’s culture vdue the more area is encom- 

pessed by your borders aso known as spheres of influence 

All squares within this border are considered your territory, 

end you are within your rights to demand tha: trespassing 
foreign units get out. Your civilization benefits from any lux- 

uriesand drategic resourcesconnected to your citiesthat fall 

within your sphere of influence (without the need of a 
colony). АП terrain inside your sphere of influence is always 
visible to you, regardless of whether you have a unit nearby. 

Last, but not leeg, other dvilizations units do not enjoy the 
movement bonuses norrraly provided by roadsand railroads 
while insde your territory. 

It's a good idea to help any city, but especidly one neer the 
outside edge of your civilization, enlarge its sphere of influ- 

ence Defense is dways a priority but once that’s assured, 

consider building some of the more civilized improvements 

T he eerlier the better, because the longer an improvement has 
been around, the greeter its effect on your culture 


Happiness and Civil Disorder 


U nderstending happiness and its inverse sete civil disorder, 
is extremely important. T he citizens in your cities have one 
of four different attitudesor emotiona states happiness con- 
tentment, unhappiness, or resistance T hefirs citizensof your 
Яг city tart out in a contented dae As the population of 
the city grows competition for jobs commodities and 
services increases Eventudly, depending on the difficulty 
level & which you play and the economic conditionsin your 
city, some citizens dart to grumble and display unhappiness. 
If you don't take an active role in city management es pop- 
ulation increegs the natural trend of citizens attitudes is 
towerd unhappiness 





City Improvements 
Cathedra 

Colosseum 

Library 

Pdace 

В erch Lab 
Temple 


Universty 


Small Wonders 
Apollo Program 
Batledfidd Medicine 
Forbidden Pdace 
Heroic Epic 
Intelligence Agency 
Iron Works 

Military Academy 


Strdegic Misile Defense 


The Pentagon 
Wal Street 
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Wonders of the World 
Adam Srrith'sTradi ng Company З 
The Colosus 
Copernicus O bservetory 
Cure for Cancer 

The Greet Library 

The Greet Lighthouse 
The Greet Wal 

The Hanging Gardens 
Hoover Dam 

The Internet 

JS Bach's Grand Cathedral 
KnightsTerplar 
Leonardo's Invention Workshop 
Longevity 

M agdlan’s Greet Voyage 
Тһе Manhatten Project 
Michdangdo's Sidine Chapd 

The Mausoleum of М ausollos 
Newton's Greet U niversty 
TheOrade 

The Pyramids 

SETI Program 
Shekespeere’s GlobeT hester 
The Statue of Zeus 

Sun Tzu'sArt of Wer 

Т һеТег йе of Artemis 
Theory of Evolution 


The United Nations 
Universd Suffrage 
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So whet can you do to counter this trend? If your popula 
tion isalready suffering civil disorder because of an attitude 
imbalance you need to take immediate steps as we suggest 
under “R estoring Order” below. Н owever, you needn't wait 
until acrisisoccurs you can keep citizens content by taking 
alonger view and providing servicesas the demand becomes 
imminent, or even ahead of demand. 


і ааз 


Resisting 














Two special conditions can also cause further unhappinessin 
your populations If you're ruling under a representative form 
of government (В epublic or Democracy), war weri nes mekes 
your citizens unhappy. T he more time you spend а war, the 
more likely your citizens eventually get tired of it. T he most 
important factors in causng war weeriness are stationing 
your unitsin ariva'sterritory, enemieshavingtroopsin your 
territory, declaring wer, and engaging in battle Having a 
riva declare war on you actudly decreases war weariness рег- 

haps because it relieves the prewar uncertainty and tenson. 

In addition, whenever you capture an enemy city, the native 
population in tha city retainsitsorigina nationality VWV hen- 

ever you are & war with their home country, these citizens 
are likely to become unhappy with you. 


Resistance 


Whenever you capture an enemy city, some of the popula- 
tion in that city are likely to resent your rule; they гез your 
occupation of their city В esstorscannot be assigned to work 
tne terrain. The only way to quell resistance is to sation 


troops in a captured city With the аа of your troops over 
time the rescence will end. Your culture and the type of gov- 
ernment affects how fast resistance istamed. 


T he tendency to resistance is based on the nationality of the 
Gditizensin question. So, for example if you conquer aR omen 
city, the R oman citi- 
zensarelikdyto геі. [Ж 





If you recapture one C ENS 
of your citiesfromthe dox С 
Romans the folks Military Advisor 








who were previoudy 
under your rule won't 
resist. Any new citi- Jes. 
zens created after the 
city wes originally 
taken, however, might resist— because they think of them- 
selves as R omens. 


The time it takes resisorsto cam down depends оп a few 
factors A more impressive culture a government that allows 
more persona freedom, and a greater supply of luxuries all 
help. Even after active resistance has ceased, the citizens still 
retain their паейопаКу for a long time (think of it aa few 
generadions.T hey are eventually asi milated into your nation 
entirely, and their nationdity changes 

N ote that you cannot rush completion of a job if there are 
апу resstorsin acity 
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Civil Disorder 


As we mentioned earlier in “City Management Concepts” 
cities that don't maintain a favorable balance of happy 
people over unhappy people go into civil disorder. Citiesin 
civil disorder anpiddy suspend production, and sometimes 
they destroy city improvements A nuclear reactor in a city 
suffering civil disorder might experience a meltdown due to 
lax sefety controls (see “М udea M eltdown" in Chapter 7: 
Terrain and Movement). Keeping a city stable is a very 
high priority. 














A city suffers civil disorder when unhappy people outnum- 
ber happy people R esstors content people and Specialists 
areignored in tne cdculation.When order isresored, the city 
returns to norma operation the next turn. You can restore 
order in ssverd ways 


Restoring Order 

How do you restore order once a city has gone into civil 

disorder? U se the same methods by which you keep your 

populace happy in the first place. 

* You can teke one or rrore citizens out of the work force, 
meking them Entertainers T his increases the number of 
happy people When creeting Specialists be careful not to 
азо cause shortages of food or resources that trigger tar- 
vetion of the population or other problems 


* You might be able to connect the city in quesion to a 
source of luxury resources Increasing the avdlability of 
luxury resourcesconverts some content people i nto happy 
citizens dlowing them to balance the unhappy populace 


e You сап go to the Domestic Advisor screen and increese 
the amount of your per-turn income devoted to provid- 
ing entertainment to your cities 


* |f your civilization operates under Despotism, M onarchy, 
or Communism, you can use military police to restore 
order to adity.A smal number of military units, each with 
en attack factor of at least one can be stationed in acity as 
military police Each military unit makes one unhappy 
citizen in acity content. 


We Love the King Day 


If acity's population becomes sufficiently happy, it (not your 
whole civilization—just this one location) goontaneoudy 
holds acdebration in honor of your rule T he people declare 
a"We Love the King Day” in thanks for the prosperity your 
menagement has made poss ble W hile the circumstances that 
support this celebratory mood continue the city enjoyscer- 
tain benefits depending on your civilization's type of gov- 
ernment. You will see the effects of celebration begin on the 
first full tum that a city celebrates (that is the turn afte the 
party іѕ announced). 
To trigger acelebration day acity must fulfill these conditions 
* There can be по unhappy citizensin the city. 
* There must be & læt as many happy citizens as content 
citizens 
* The population must be at least sx. 
For exemple а city with five happy citizens four content 
citizens, and no unhappy citizens celebrates A city with 10 
happy citizens three content citizens and one unhappy citi- 
zen does not. 
An ongoingWe Love the King Day lowersthe levels of cor- 
ruption and wate mekesthecity lesslikely to defect, and s g- 
nificantly increases the chance of failure if your enemies 
attempt to initiate propaganda here. 





DIPLOMACY AND 
TRADE 





Other cultures share your world. If your attitude is expan- 
sionis: and your home continent is large you might seek out 
end find your rivas early in the game. If you concentrate on 
perfecting your own citiesor find yourself limited by азтай 
continent, it might be centuries before you encounter other 
civilizations W hether you opt for peaceful communications 
or aggressive action depends on your style T his chapter 
dezcribesthe esentialsof diplomacy and of carrying on trade 
with your neighbors 


Concepts of Diplomacy 


Eventually no matter how remote your location or 
how isolationist your policies you will have contact 
with rivd civilizations Once you meke contact with 
a riva, you can speak to them at any time by right- ; 
cicking one of their units dicking the Diplomacy 
button on the Info Box, or calling up the Foreign 
Advisor and clicking the picture of that leader. ,” 


Every one of your opponents has an atitude that he 


or she presents during negotiations Your rivals 
attitudes can range from enthusiastically friendly to 
furioudy hostile. 





The leaders attitude toward you is noted beneath his 
or her likeness during negotiations R ulers also have 
personality traits that affect their attitudes Your 
rivals attitudes change over time, depending on 
your rank in the game, the current balance of power, ' 
the gifts you offer them, and your repuidli¢ for keep- 
ing your word in negotiations Every time you: go 
back on your word, international observers notice 
and remember. 

You are naturally at peace with all your rivals at the 
start of the game, and you can strengthen the bond 
by trading acivances luxuries, strategic resources, and 
gold. If you build an embessy in arival’s capital, you can 
enter into diplomadic agreements to allow each other 
accessto your territories and transportation infrestruc- 
tures and you cen айу against third parties A пума 
might demand money, civilization advances or other 
gifts in exchange for any treaty—or just to prevent 
him from attacking you. (You can demand tribute for 
your goodwill, too.) In addition, negotiations can 
indude requests to share maps and instructions to 
withdraw trespassing troops A ruler might even ask 
you to dediare wer on a third party. All negotiations 
progress through the Diplomacy screen. 





Conducting Diplomacy 
You conduct diplomacy on the Diplomacy screen, which 
offers you an array of options 


When you meet with a riva ruler, your advisors are at your 
shoulder (in the upper right corner of the Diplomacy screen), 


feeding you whatever detailsthey have that seem rel event and 
helpful in the current stuation. Pay attention; they cen give 
you the advantage you need in a tens negotiation. You can 
dick M ore to get further advice 


If you have an embassy in their capital, it isa valuable source 
of information about tha civilization. With an embassy, you 
cen learn about your opponent's diplomatic connections 
with others you'll find tnisintelligence on the Foreign Advi- 
sor'sreport. T he М ИКагу Advisor getsa cornplete list of their 
forces from an embessy. 


Mood and Personality 


T he tone and result of any negotiationsare greatly influenced 
by the mood of your riva (which isnoted on the Diplomacy 
screen). T he opposing leader might be furious annoyed, 
cautious polite or gracious His or her mood depends on 
persondity and how your two civilizations compare to each 
other and to the rest of the world— plus how you've been 
treating each other. 


The other leaders basic personalities are ав varied as their 
cultures arrogant, aggressive reasonable, expansionist, isola- 
tionis, artistic, decadent, overconfident, perfectionist, 
cautiousYou'll encounter them al at some point Your rivals 
like human beings throughout history, will not Aways act 
retiondly. They might start wars on the dightest pretext or 
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demand exorbitent payments for peace treaties Sometimes 
they're bluffing. 

If you have broken agreements with any civilization, your per- 
fidy is remembered and influences everyone's opinion of you. 


Reputation 


Your reputation is based not on how peaceful or how war- 

like you are toward your neighbors but on how often you 
keep your word. Breeking alliances or treaties can blacken 
your reputation in the internationd community. Savagely 
rezing the city of an enemy or using aright of passage agree- 

ment to set up Cannons to bombard your opponent's cities 
are acts likely to be deplored throughout the known world. 

Espionage, whether successful or not, can also damage your 
standing. 

Your opponents learn from your actions and adjust theirs to 
fit their expectations If you habitualy break treaties other 
leaders will have no qudms about doing the same to you. 

Over long periods of time if you mend your ways by 
keeping your word to other rulers the black marks on your 
reputation can be partially erased and your honor somewhat 
redeemed. Only through thiseffect can aleader who hasbro- 

ken his or her word regain a spotless reputation. 


Embassies 


After you've established communications with another civi- 
lizetion and discovered Writing, you can set up an embessy. 
Your diplomets establish officia contact with the sdected 
leader and set up an office in hisor her capital city You can 
азо investigate your rival's cities and attempt to steal 
civilization advances 


As dready mentioned, establishing embassies with other 
Givilizaionsgives your advisorsaccessto plenty of new infor- 
maion.Your Foreign Advisor will know a Іс more about a 
civilization with which you have ап embassy. In addition, 
your Military Advisor can investigate your rivdstnrough the 
embessy and get a complete list of their forces 


Establishing an Embassy 


To establish an embessy, double-click the Foreign Ministry 
icon on your capita city. А menu opens liging the civiliza 
tions you have contacted, are not гё war with, and do not 
aready have ап embessy with. T he cos in gold of establish- 
ing en embessy with each nation islisted in the menu. Select 
the има in whose capita you went the embassy. 


It isonly necessary to establish ап embassy once with any pa- 
ticular civilization. Even if you manage to get it closed down 
(through war with tha civilization), it reopens when peace 
is declared. N ote that your advisors won't be able to collect 
their extra information during the war—unless you have a 
Spy (more about that later in this chapter). 


Diplomatic Actions 


As soon as the embessy isin action, you have the option to 
use it. Your diplomets act as ambessadors, envoys, and infor- 
mation gatherersYou can either investigate the rival's capital 
city (with no chance of falure or incident) or examine your 
Foreign Advisor's report on the civilization, based on the 
newly uncovered information. 


Inthefuture you can double-click the embassy icon on your 

rivd'scepita city to open the menu of the poss ble diplormatic 

activities (Be aware tha: enemies can use dl the same tech- 

niques against your civilization as you use agang theirs.) 
Investigate a city: Your diplomatic corps gathers 
information about the riva city you select. When they've 
completed their research, you see that city's City Display. 
You can examine what armies are defending the city and 
what improvements have been built there When you exit 
tne City Display you return to the M ap window. (When 
you first establish the embassy, you can investigate the 
enemy's capital without risk or penalty.) 





Steal a technology: Your diplomas attempt to ted опе 
Civilization advance from the riva civilization. T here are 
three levels of caution you can instruct them to use T he 
more money you allow them to spend, the greeter their 
chances of success and of escaping discovery. 


The Diplomatic States 


There are several possible diplomatic states and agreements. 
In one sense the relationship between two nations can be 
expressed as one of two different tates peace or war. War 
is relatively &raightforward. When you are & peace with 
another civilization (the natura Хае when you first meet 
ariva), there are multiple possibilities for deas and lasting 
agreements Each of the potential agreements you can meke 
has repercussions on both parties actions the movement 
end position of units and the internationa reputationsof the 
participants A short description of each agreement and 
state follows 


Peace 

A pezce treaty is in theory, a permanent arrangement. You 
end your rivd agree not to attack each other or even enter 
tne other's territory with military units A ruler's territory 
encompessss any space within the spheres of influence (bor- 
ders) of his or her cities Units thet violate this agreement 
may be aked to leave— and their failure to do so immedi- 
ately сап be considered a treaty violation. 


Peace tredies are most useful when you want a long period 
of quiet on a particular border, since their recognition of 
territoria borders keepsenemy unitsfrom heressing you and 
fortifying near your cities By the same token, they impede 
you from entrenching your units in your treaty partner's 
territory. A peace treaty, when combined with an embessy, 
азо opens up negotiations to several other agreements and, 
just as importantly, makes trade with the other civilization 
posible 


Military Alliance 

Once you have an embessy with a friendly nation, you can 
Зап a military alliance against a common enemy. T his type 
of alliance la&s for 20 turns At the end of tha period, 
either party can cancel the agreement with no hard fediings. 
Leaving the military alliance won't cancel the state of war 
with the third party, of course T hat hasto be taken care of in 
separate negotiations О п the other hand, if either party to the 
aliance makes peace with the third party, it effectively 
deszroysthe alliance 


Breeking an alliance for any reeson is remembered ee a mejor 
trensgresion by dl of the other dvilizations If you dgn a 
peace treety with the third party or, even worse attack your айу, 
your reputation suffers a black mak that is only very dowly 
eresed by time To cence an dliance without getting a black 
nærk, you must wait for its natural expiration date to do so. 


Right of Passage 

You can sogn aright of passage if you have ап embessy with 
a friendly nation. In aright of passage agreement, your two 
civilizationsagree to let each others units pass fredy through 
each other's territory. This includes the ability to use (and 
enjoy the movement bonuses of) each other's roads and ral- 
roads T hat'sthe extent of the agreement. 


A right of passage agreement lasts for 20 turns At the end 
of that period, either party can cancel the agreement with- 
out consequences Using aright of passage to infiltrate your 
troops for asurprise attack is remembered as a cold- hearted 
breach of trust by all of the other civilizations If you attack 
your ally, your reputation takes a nose dive and you'll find it 
difficult, if not impossible to get anyone to trus you in the 
neer future To cancel aright of passage without trouble wait 
for its naturd expiration. 


Trade Embargo 

If you have discovered М ationdism and have an embassy, you 
cen arrange atrade embargo with en dly T hisisan agreement 
not to trade strategic resources or luxuries with a specific 





third party. A trade embargo is not a declaration of wa, 
though it's sometimes enough of an affront to inspire one 


T he cooperative embargo lasts for 20 turns At the end of 
thet period, either party can cancel the embargo with a clear 
conscience 


Mutual Protection Pact 

If a peace treaty and embassy are in place between two cvi- 
lizations and either has discovered М aionaism, they can 
negotiate a mutual protection pact. T hisisan agreement that 
each will cometo theother'said in case of attack by any third 
party. T ha is your dly expects your military авяа$епсе if 
he or she is attacked, and you should expect the same from 
hisor her forces 


Трерас lastsfor 20turnsAtthe end of that period, either party 
сап саса the agreement with no repercusions Leaving the 
mutual protection pact won't cence) aszteof wer with any third 
party T het hasto be taken cere of in separate negotiations 
Violating a mutua protection pact is seen es a major breach 
of trus: by all of the other civilizations If you make peace 
with acivilization whileit isstill invading your ally, your rep- 
utation suffers for quite sometime To canca a pact without 
consequences you mus: wait for it to expire 


War 


This diplomatic 
sae represents | — 


the likelihood of | 

open hostilities ser ziw Е 
& any point in Foreign Advisor Z 
which your units |e have declared war on the Russians. 


contact your 
opponent's units 





























Wars can start for innumerable reasons, ranging from sf- 
defense to greed and conquest.Wear might be openly declared 
after a breakdown in negotiations or in return for offenses 
rendered Бу ill- placed troops ог it can dart with a sudden 


Meek attack. C ivilizationsat war with yours might drag their 
neighborsinto the conflict, too, by activating mutua protection 
pacts or forming military dliances against you. 

Once you are & war with another civilization, that ruler 
considers you a hated enemy unless and until you menage to 
negotiate a peace treaty You must meke peace separately 
with each opponent (even those dlied with acivilization with 
whom you have already negotiated peace). If, for instance the 
В omens and the Greeks were dliesin a war against you, you 
mus: negotiate one agreement to end hosilities with the 
Greeks and a separate one to placate the R omans 


Trade Agreements 


If you want to set up ongoing commerce with another civ- 

ilization, you must do it explicitly during negotiations If your 
capital cities are connected (as described under "Your Trade 
Network” in Chapter 12: Diplomacy and Trade), you and 
the other leaders can trade srategic resources—a greet way 
to get access to a resource you don't have in your territory. 

You can азо set up atrede in luxuries for a temporary boost 
in your citizens happiness All trade agreements last 20 turns 
before coming up for review (unless war cuts them off). 


Negotiations 


To begin negotiaionswith another ruler, you must first ппеке 
contact with thet civilization. You meke first contact whenever 
one of your units cross paths with one of thairsYou can азо 
trade with leaders you have dready met to gain communica- 
tions with those you havent if the leader you're bargaining 
with has made contact with them (“M aking a Proposd" on 
next page for the details). After communications are set up, 
they're never los. You can contact the leader іп afew ways 


e Right-click any one of the leader's units then select the 
Contact (unit) option. 

* Open the Foreign Advisor's «creen and double-click the 
portrait of the leader you want to contact. 





* Press[Shift]-[D]. 
e Click on the Diplomacy button in the U nit Info box. 


* Move one of your units into the other nation’s territory 
end waitfor themto contact you (not recommended unless 
your intention isto annoy your riva). 


If you are & war with the leader you attempt to contact, he 
or he might refuse to meet with you or make demands that 
you must setisfy if you wish to progresin your negotiations 
Again, the options avdlable to you depend on the stuaion. 
They're dl worded so esto be sf- explanatory, but if nego- 
tiaáionsinvolveatrade proposal ог counterproposd (and they 
amot invariably do), you'll need to know how the proposal 
process works 


Making a Proposal 


Once you hae your rival's ear, you can meke a greet variety 
of offers Common sensetelsyou that the more an opponent 
likes you, the more likely he or she isto agree to your pro- 
posd. О pponentsaso take your relative tanding in the game 
into account. T hey are more likely to be magnenimousif you 
are far behind than if you're the preeminent power in the 
world. 

Your rivaswill often cometo the table with a particular deal 
in mind. T hey'll request something from you and offer some- 
thing (even if it’s only a vague assurance that they might not 
attack you) in exchange Your options include accepting the 
ded as offered, bluntly rejecting the exchange or offering a 
counterproposa instead of the ded they requested. T hey, in 
turn, can accept or decline your revised offer. Sometimes an 
opponent thinks less of you for offering lesser dternatives 
You may continue trading æ long asthere are itemsto trade 
and the other party is interested. 


When you choose to meke a proposal or counterproposd to 
the leader on the other sde of the negotiating table the 
Diplomacy screen expands to include the necessary tools— 
the N egotiation Pands 





* Possible requests T hecolurm on the left litseverything 
you might want to ask the riva leader to give you. 

* Possible offers T he right-hand column lists what you 
have to offer the other leader. 


Rival’s Pand Your Rival Conversation 











What categories are listed on each side depends on the cur- 

rent situation. Н ere are dl the categories that might appear: 

* Peace treaty: Peace treatiesopen the door to other diplo- 
metic agreements T his option is only available if you are 
& war with the rivd you're dealing with. In fact, it's the 
only diplomatic agreement that eppeersduring a wer, since 
itsa condition of the other agreements 


* Diplomatic agreements W hen you offer to enter into 
a diplomatic agreement (the posible agreements were 
described earlier), you'll notice that it appears on both 
sides of the offer table T hat's because all these agreements 
are mutual — you both agree to do the same thing for each 
other. 





* Trade embargoes: When you don't wish to declare war 
on агіма, but still feel a need to inhibit his progress you 
can agree with another civilization that you'll both refuse 
to trade with thet riva for 20 turns Even allies however, 
erelikely to ak for some compensation for the loss of trade 
Of course this also doesn't do much for the embargoed 
party's opinion of you. 

* Communications: Contact with mother civilization is 
Valuable and nearly anything with value can be offered in 
trade. When one side of a negotiation has made contact 
with a nation that the other яде has not yet met, com 
munications with thet third party can be shared as part of 
aded. 

* Maps Civilizations might agree to exchange knowledge 
of the world in the form of accurate maps If you receive 
amepintrade tnedarknessisrolled back in your M ap win- 
dow to include the new informaion. T he World Map 
includes dl the territory the nation hasexplored or found 
out about from others induding terrain improvements city 
locations, and city szes The Territory Map gives only 
the outlines of your borders (cities cultural spheres of 
influence). 


* Luxuries: If a leader has access to a luxury (as described 
in Chapter 7: Terrain and Movement), it can be traded. 
If you receive aluxury in trade al your citiesthat are con- 
nected to your capita (see "Your Trade М etwork” in the 
previous chapter) have accessto it and enjoy the happiness 
benefit for the duration of the agreement. Like al trade 
agreements aluxuriesded la&sfor 20 turnsor until inter- 
rupted by war between the partiesto the trade 


+ Strategic resources: When a civilization hes accessto a 
strategic resource it cen betraded. If you receive aresource 
in trade dl your cities that are connected to your capital 
(see “Your Trade М etwork” in the previous chapter) have 


accessto it and can build itemsthat require it for ће dura 

tion of the agreement. Like dl trade agreements, aresources 
deal lasts for 20 turns or until interrupted by war between 
the partiesto the trade 


* Gold: Offering a portion of the contents of your treasury 
is one of the more convincing negotiating tactics The 
Lump Sum option mekes a one-time transfer of a 
specified amount. Be careful with the Per Turn option; it 
commits a leader to pay the specified amount every turn 
for the next 20 turns Only the outbreak of war between 
the trading parties interrupts the required payments 

* Technology: Any civilization advencethat one nation has 
discovered or acquired but the other hasn't and cen research 
is a potentia item of trade Knowledge is a particularly 
vdueble asset, and not to be traded lightly or cheaply. As 
soon æ you се ап advance in trade it is æ if you had 
discovered it yourself. (If you trade for the advance your 
researchers are working on, your ScienceAdvisor will г< 
you for a new project.) 

• Cities Ascitiesarethe heart of any civilization, under nor- 
mal circumstances a leader would rather go to war than 
trade one away. T he option to trade cities exisds however, 
and can be useful — especially if you need to mollify a par- 
ticularly aggressive and powerful neighbor. 

* Workers AnyWorker currently in your capita city can be 
offered for trade T he same goes for workersin your rivd's 
capital. A traded Worker retains its nationality, just like a 
captured one 


Click on any category to expand it into alist of specific items 
dick again if you want to conced the list. Anything that the 
leader on the opposte чае of the table doesn't need doesn't 
appe. (For example an advance you've already discovered 
won't show upon the left.) Itemstnat one or the other of you 
has but can't offer & present are grayed out. When you find 
en item you want to put on the tade click it. 





What's on the Table 

At the bottom center of the Diplomacy screen during trade 

negotiations is the Negotiating Table This is where the 

current offer, the deal asit scands isdisplayed. Below the table 

are three handy buttons 

* Clear: This button clears everything off the table and lets 
you stert fresh. 


* Active: Click this button to review your current status and 
ongoing deals with this leader. Everything that you've 
already agreed on iss out on the tade 

* New: When you're looking а whet deals are active click 
this to return the display on the Proposd Table to the 
negotiation at hand. 

Assoon asthere isa least one item оп the table new options 

start appearing in the Diplomacy screen: 


* Ask acceptance: When there are items on both sides of 
the table and you think the terms of the ded are fair 
enough thet your rival might accept, you can meke the pro- 
posal. Once you've done so, be aware that if he or she 
accepts the ded is done. Click tnis option only when 
you're sure that the ded is one you're willing to abide by. 













* Offer a gift If anything is on your чае of the table but 
your rivd'sside is empty, you can offer your items es gifts, 
aking nothing in exchange If you'd like to improve ап 
opponent's attitude toward you, giving gifts is one of the 
suret ways 


* Make me an offer: В aher than giving away what's on 
your side of the table you can ask the other leader what he 
or sheiswilling to trade for it. You can confidently expect 
tnemto bid low, but thisisa good way to find out if what 
tney're willing to pay is even close to wha you consider 
reasonable 


* What can I trade you: If the other leader hassomething 
specific that you're interested in, you can put it on the table 
yourself and ak what he or he would went in trade for it. 
Your гіма will look a whet you have available and makea 
bid. Of course the starting bid might or might not be the 
only deal acceptable to the other leader. 


* Demand tribute If you're in an unassailable position of 
power, you might want to dispense with politeness and just 
demand whet you went. You can also use this asa bluffing 
tactic, to convince the other leader that you’re more power- 
ful or threetening than you actudly ae Dont expect it to 
aways work, though. T his is one of the more effective ways 
of meking the other leader didike you. In fact, demanding 
tribute isa good way to incite a declaration of wer. 


Espionage 


After you've developed Espionage and built the Intelligence 
Agency, your embessies become much more powerful tools 
They can now be ordered to try to Plant a Spy for you (= а 
cog, of course). If thisact issuccessful, it givesyou the poten- 
tid to undertake a greeter range of covert activities (If it 
faills— you guessed it—international incident.) 


Covert Actions 


Once your Spy is in place the flow of information is 
not interrupted during a war, even though your embessy 
itself might be closed for the duration. I n addition, your M il- 
itary Advisor not only knows the extent of your rival's 
military forces but the Spy gives him their locticns as well. 


Your Spy cen dso undertake a greater range of covert activ- 
itiesthan your diplomas can. 


Sabotage: Carefully maneuvering in the back streets, your 
agents manage to infiltrate the selected city and gain access 
to a critica organization or defensive structure They'll 
destroy half of the shields dready accumulated for the 
current project. 

Propaganda: Your operatives contact disidents within a 
city and provide resources to spread disinformation, 
rumors and other propaganda aimed гё convincing the 
city’s populace that they'd be better off as part of your civ- 
ilizaion. If the effort is successful, the city revoltsand joins 
your civilization. Cities of a Democracy are immune to 
propaganda. Enemy capitals and cities with Courthouses 
are less likely to revolt. Also, it is eser to push a city 
already in civil disorder into open revolt than it isto under- 
mine a contented city. 

Steal plans Stealthily burglarizing the М ИКагу Advisor's 
headquarters your agent acquires the laest strategic 
reports For the remainder of the turn, you know the pos- 
tionsof al of that rivd'stroops 


Steal World Map: Infiltraing the Рагсе your agent 
sneeksinto the mep roomand copiesthe riva rulersWorld 
Мар 

Expose Spy: Temporarily rasi gned to your capita, your 
agent pursuesa sophisti ced counteri ntelligence program, 
ferreting out and exposing a rivd's Spy. Of course, your 
rivds cen expose your operatives too. 


Counterespionage 


How can you or your rivas prevent these unfriendly acts of 
espionage? If you suspect that another civilization has men- 
aged to plant a Spy, you can meke an attempt to exposethair 
operative А Spy is required before espionage activities can be 
attempted, so successful exposure prevents espi onage— at 
lee& until another Spy isinserted. 


To expose an enemy Spy, you must successfully plant a Spy 
of your own in their capital.T hen, use the Expose Spy option 
(described above in “Covert Actions’). If you're successful, 
the enemy Spy is caught red-handed and disgraced. Of 
Course your rival could always plant another... 


International Incidents 

Whenever you attempt any covert di plormatic action, includ- 
ing the acts of espionage described earlier, there is a chance 
of discovery. Discovery invariably results in an international 
incident. Note tha the chance of your treachery being 
discovered isdistinct and separate from your odds of success 
You can succeed and till spark an incident. 


If your attempt is exposed, whether it was successful or not, 
thetargeted civilization islikely to treet your treachery as an 
act of war. (A targe with which you are good friends though, 
might sometimes choose to disregard your act.) 


The Espionage Screen 
T heEspionage screen lets you manage 


and direct а! of your diplomaticactiv- | xl ER un dd 
ities end dan j ê ne operæions from ENTER or SPACEBAR for nex| 

one convenient location. After the dis- LEE Despotism (5 50) 
covery of Writi ng, you can open the z ILL 





Espionage screen by dicking on the E 
button on the sde of the Info Box. 





The Espionage screen is divided into five regions 


Opponents 

The left portion of the Espi- 
опаде screen shows dl of your 
opponents The names and 
leader portraits of the civiliza- 
tions you have contact with 
are shown. Civilizations you 
have not yet encountered are 
labeled “U nme.” 


Click on acivilizaion's пате 
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or leader portrait to initiate an Assets Operational Costs 


action against that civilization 

in the Espionage screen. 

Beside each civilization's пате one ог more icons might be 

displayed: 
Indicates that you have established an embessy in that 
civilizetion’s capital. 

{$ Indicates that you have a spy planted within that 
civilization. 


Mission 

These controls allow you to select the diplomatic or 
espionage mission you went to underteke First, select an 
opponent and then select the proposed mission. You will not 
be able to select missions tha: you cannot afford or cannot 
perform & your current level of technology. 

The details and implications of each mission type are 
discussed in the Civilization 111 manua and in the in-game 
Civilopedia. 


Assets 

This provides a summary of your current monetary and 
technological assets, including the amount of gold in your 
treasury, your technological achievements that apply to 
espionage, and your level of spy experience 


Opponents Missions Select City 


Ш 





Select City 
These ave the citiesthat baong to the currently sdected civ- 
ilization. Click on a city to select it. 


Operational Costs 

Click on one of these choicesto set the level of ris« you are 
willing to undertake with regard to the current mission. 
(Levels of diplomatic and espionage risk are discussed in the 
Civilization И! menud.) Choose arisk leva and then select 
Execute or Cancel. 


Launching a Diplomatic or Spy Mission 

Some diplomatic missions are avdlable after you discover 
Writing, end others become available æ your leve of tech- 
nology increases Spy missions become available after you 
research Espionage. To launch adiplometic or ру mission: 

* Select the target civilization in the O pponents area 

* Select amisson type (Diplometic or Spy). 

* Select a mison. 

* Select the target city for the mission (if appropriate). 

* Select an option in the O perdiond Cogs rea 

* Click Executeto launch the mision. 


If you decide not to executethe mision, dick Cancel or exit 
the Espionage screen. 





WINNING THE 
GAME 
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nreans to thet emd” 


Asmentioned in Chapter 2: Introduction, you cen win the 
game in several different ways Depending on whet rules you 
chose to play by (see Chapter 3: Setting Up a Game for 
details), you can beet the other civilizations by being the first 
to succesfully complete the spacesip for the voyage to Alpha 
Centauri, conquering all the other civilizationsin the gare, 
dominating the world, becoming Secretary-Generd of the 
United N ations or proving your cultural dominance. 


Spaceship to Alpha Centauri 


The environmental pressures of growing populations in the 
modern world are forcing humens to look into space for 
resources and room to live The question is not whether 
humens will travel to the gars but when. The fina act of 
stewardship you can perform for your civilization isto ensure 
that they lead this exodus. 


In the origina Civilization дате the one non-military 
method of winning wes to construct ап interstdlar colony 
ship and send it to successfully land on a planet in theAlpha 
Centauri sytem. While it’s no longer the only peaceful 
method, it's still a project that can lead to victory. 


Even if it has developed the necessary technology, no 
Civilization can undertake construction of spaceshi p compo- 
nents until it has completed the necessary Smal Wonder: the 
Apollo Program. 








This could 
be your 
spaceship. 





A spaceship isin many ways a one-shot deal. Each civiliza- 
tion, including yours сап build only one & atime You сап 
construct a second spaceship only if your current one is 
dezroyed— tha is if your capita city is captured while your 
ship isunder construction (the conquerors destroy it on the 
launch pad). 


The competition ends when either you or one of your oppo- 
nents launches a spaceship to Alpha Centauri with colonists. 
The civilization tha winsthe race to launch winsthe game 


Constructing a Spaceship 


Your interstdlar colonization project is such a large under- 
taking that it cannot be built whole-cloth the way improve- 
ments are built. T he spaceship is instead, constructed of 10 
parts or components You must achieve specific civilization 
advances to make components available for construction. 
The delivery of partsto your assembly and launch facility is 
handled autometicdly, however, as each part is completed. 


T he purpose of your spaceship isto carry coloniststo another 
star sytem. Aseach new component iscompleted, the Space- 
ship display appears showing where the component is 
positioned and updating the statistics and specifications 
When al 10 components are complete and in place you're 
ready for liftoff. Your launch crews assemble, complete the 
pre-launch checks, and send your spaceship on its voyage. 


Dominating the World 


History has shown that becoming the ce facto ruler of the 
world doen't necesserily mean conquering every square 
mile If the vast majority of the world’sland and population 
are indde your borders your dominance is assured. You can 
win the game by achieving thissort of domination. 


Conquering Your Rivals 


You can азо win a military victory by completely overrun- 
ning every other civilization in the game T he object is to 
totaly conquer any and al riva civilizations If at any time 
you are the only civilization left standing, you're prodai med 
ruler of the world. 


Diplomatic Triumph 


An option that’s new in thisC ivlizatian И! дате is winning 
the game based on diplomacy. It's possible to wheel and deal 
your way to success though that doesn't mean military 
actions become unnecesr y. W hen the U nited М ationscon- 
venes you mus: be ed ected Secretary- Genera by a vote of the 
majority of al the civilizations in the world—then your 
hegemony is assured. 


Cultural Victory 


Another new road to successisthrough cultura dominance 
When a culture is so overwhelmingly impressive and wide- 
spread that even the rulers of other civilizations long to take 
part init, it cen be said that thet civilization truly controlsthe 
word, regardless of the military and politica stuation. 


Your empire's culture score isthe тоба of all your cities cul- 
ture points If your civilization manages to accumulate 
enough culture points your culture isdominant and you win 
the game See the Civilopedia for more detail. 





Histographic Victory 


Every turn, the game calculates your current score based 
primerily on the amount of territory within your bordersand 
your content and happy citizens (including Specidists).T his 
score is charted for you in the Histograph screen. T he aver- 
age of all these per-turn totds is your overdl Civilization 
Score If no one winsin any of the other ways before the last 
yeer of the game the Hisographic winner isthe ruler with 
the highest overall score 





HISTOGRAPH 














Regicide 


When Eliminate by R egicide issdected as a victory condi- 
tion, every civilization starts the game with a "king" unit. 
Each civilization'sking isits greet leader — for exemple the 
American's king is Abraham Lincoln. Kings cen move and 
have minima offensive and defensive strength. When your 
king is killed, your civilization is eliminated from the game 
The last civilization sending wins 


Mass Regicide 


This victory option is similar to R egicide but every civi- 
lization starts the game with multiple king units Your civi- 
lization is eliminated when al of your king units are killed. 
The last remaining civilization isthe winner. 


Elimination 


When this victory condition is enabled, victory сап be swift 
indeed. U nder this rule when you lose a city — any абу — 
your entire civilization is eliminated from the game T he last 
civilization remaining winsthe game 


Victory Points by Location 


In addition to the pre-set victory conditions you can deter- 
mine the winner of agame using victory pointsYou can view 
your score (and those of dl other civilizations in the game) 
on the Histogreph screen. When this option is sdected, the 
starting squares for each civilization are tagged with victory 
location icons You score victory points by capturing and 
holding victory locations 


To control a victory, one of your military units must occupy 
the square & the end of al players turns on a given turn. 
You get 250 victory points for every turn you control a 
victory location. 


Note You can sx additiond victory locetionson amap using 
the editor. 


Capture the Princess 


Thisoption isasort of capture- the- flag game — only, in this 
case, the “flag” is a princess At the dart of the game each 
civilization hasone princessunit. U nlikethe king unitsin the 
R egicide and the Mass R egicide games princess units 
cannot move attack or defend themselves — they are duck 
on the square where you dart the game 





When thisoption isenabled, you score victory points by cap- 
turing your opponents princesses and returning them to 
your capita city. Princesses are captured by moving into the 
square they occupy and using the Capture unit action. If other 
units ave defending the princess you must defeet those units 
in order to capturethe princess If the princessisinside acity, 
you must capture or destroy the city in order to capture the 
princess 


After a princess is captured, she moves dong with the cap- 
turing unit. You must take the captured princessto your cap- 
ital city If you are successful, you score 10,000 victory points 
The princess then disappears from your capita and is 
returned to her origina owner's cepitd city. If there is no 
place for the princessto return to—for example the princess 
civilization has been diminated—the princess remains in 
your capital city and you score an additiond 10,000 victory 
points. 


Reverse Capture the Flag 


R eurn the “flag” to aVictory Point Location for points To 
see an example of how this victory condition works refer to 
“TheT hree Sisters’ scenario. 





MULTIPLAYER 


You've dready proven your leadership prowess against wor- 
thy computer opponents but how will you fare against the 
most unpredictable and diabolica of all adversaries — other, 
human Civilization И! players? Civilization Il: Сатреедімеѕ 
you the opportunity to metch wits and warfare with players 
both localy and around the world. 


Getting Connected 

Most multiplayer games require a connection to another 
computer — via an Internet service provider (ISP) or a 
loca area network (LAN). Internet games are played via 
GameSpy a free Internet game porta. 

E-mail gamesdo not require a direct connection — you and 
your opponents must have vdid e mal accountsto play an e- 
mail game 

Hot Sed games are played on asingle computer and, thus do 
not require an outside connection of any kind. 


Important Info — Please Read! 


Connecting Through a Firewall 

In order to join or hos a multiplayer game through a con- 
nection to thel nternet that is protected by afirewall you will 
be required to open ports in your firewal. O pening these 
ports will allow the game to communicate to other com- 
puters without the firewall interfering. Plesseconsult your fire 
val doaumentation for assistane in qoging the ports 











Note Only one player who is behind afirewal cen bein a 
дате 


In order to connect to a direct connection game or a LAN 
gerne the following portsare required to be open: 


Action Port 
Initid UDP Connection 6073 Outbound 
Subsequent U DP Inbound and O utbound 2302-2400 


In order to host adirect connection ога АМ game the fol- 
lowing ports are required to be open: 

Action Port 

Initia UDP Connection 6073 

Inbound Subsequent UDP Inbound and Outbound 2302-2400 


In order to join a game on the | nternet through the built in 
GameSpy software the following ports must be opened: 


Action Port 
IRC 6667 
Voice Cheat Port 3783 
Master Server U DP Heertbeet 27900 
Master Server Lis: В eques 28900 
GP Connection M anager 29900 
GP Search M anager 29901 
Custom UDP Pings 13139 
Query Port 6500 
DirectPlay 2302 
Initid UDP Connection 6073 Outbound 


Subsequent U DP Inbound and Outbound 2302-2400 


In order to host agame on the Interne through the built-in 
GameSpy software the following ports mus: be opened: 


Action Port 

IRC 6667 
Voice Cheat Port 3783 
Master Server U DP Heertbeet 27900 
Matter Server Lis: R equet 28900 

GP Connection M anager 29900 

GP Search M anager 29901 
Custom UDP Pings 13139 
Query Port 6500 
DirectPlay 2302 
Initid UDP Connection 6073 Inbound 
Subsequent U DP Inbound and О utbound 2302-2400 


If problems occur after opening these ports you will want to 
meke sure that U PnP servicesare enabled on your router and 
thet the I SP you are using dlows you to host on these ports 
If problems pers ¢ you may азо disable your firewdl or place 
the computer in the DMZ of your firewall. Using DMZ or 
disabling your firewall is smpler, but more dangerous, 
since your computer is now fully exposed to the Inter- 
net at large. 





Starting a Multiplayer Game 

(Multiplayer Lobby) 

Click Multiplayer on the Man 

Menu to open the Multiplayer 

Mode menu. This is a mal 

pop-up window thet allows you 

to choose which Multiplayer 

Connection you wish to изе 

* Internet: Connect to the 
Civilization 111: Conquests Controls 
GameSpy Multiplayer Lobby 
and compete with other fans across the world. 

• LAN: Usthisoption to play agai ng friendson your home 
network. 

e Hot Seat Select this to battle it out agains: yourself ог 
friendsin the comfort of your home 

* Play by E-Mail: Use this option to dat a turn besed 
game without time constraints. 


The Multiplayer Lobby indudesa number of basic multi player 
setup controls and displays and isdivided into three sections 


Session List 


Controls 

• Name Your player name арреегт the upper left corner То 
change your пате click on the displayed name and enter 
anew one & the prompt. 


* Host: Click on this button to hos a game As the game's 
hos, you set all of the game options 


* Join: To join a game first click on the name of the game 
you want to join on the Session Lig, then click on theJoin 
button. 


* Refresh/ Cancel Refresh: Click on this button to refresh 
the list of games displayed on the Sesion List. During the 
refresh process the button text changesto Cancel Refresh. 
Click Cancel Refresh to abort the refresh process 





• Location: Click on this button to toggle the games dis 
played on the Sesion Lis: between Loca (those on the 
LAN to which you are connected) and Internet games 


e Filter Out: Click on this to з the parameters for the 
games thet you do not want displayed on the Sesion Lis. 
Doing so opens the Filters screen (see below). 


Filters Screen 
TheFiltersscreen dlowsyou to | 
filter out gamesthet fall below a | 
certain performenceleve (Ping). 
Select the meximum Ping level 
from the drop- down menu. 


All other filter optionsare check | 
boxes Check the player and | 
game characteristics you want 
to block by dicking on the box besde the dedred option. 
Gamesthat match oneor more of the characteristics checked 
on the Filtersscreen will not be displayed on the Sesion List 
on the Multiplayer Lobby screen. 





Session List 

TheSesionList displaysal of the games being hosted at the 
selected location (LAN or Internet), гБ well asthe following 
information: 


* Sesion Name: T he name of the game. 


* Type: T he type of game — Tournament, Simultaneous 
Moves or Turn-Based. (See" Multiplayer GameTypes’ on 
page 190.) 

• Mode The victory conditions of the gare. 

* State: Whether the gameisO pen, Locked, or In- Progress 
You can only join O pen games 


* Players T he number of players currently in the game and 
the maxi mum number of playersdlowed. For example 1/8 
shows thet one player is in the game and a maximum of 
eight are dlowed in the game 





* Ping: T he connection speed between your computer апа 
the computer on which the game is being hosted. T he 
lower the Ping number, the faster the connection. The 
higher the Ping, the more lag you will experience during 
the game 

By default, games are listed in order from the lowest to the 
highest Ping.An arrow appears over the column to indicate 
this Click any column header to sort the list using another 
criteria For example, to sort games alphabetically by Ses 
son Мате, click Session Name. R everse the order of the 
list by dicking on the column header a second time 


Chat 

The chat area below the Session Lis allows you to commu- 
пісае with other players who are logged into your LAN or 
Internet game (See" C hatting" оп page 199.) 


Hosting a Multiplayer Game 

To hos a gams click Host on the M ulti player Lobby screen. 
This opensthe Multiplayer Setup screen, which allows you 
to s the optionsfor your new game 

Note In the Multiplayer Lobby you can set a password to 
protect who enters your game 

Note When playing an Internet game, you must first 
announce your game fromthe M ulti player Stagi ngW i ndow. 
(See " Staging Window (Internet Games" on page 187 for 
details.) 

The Multiplayer Setup screen Game Settings Player Setup 
isdivided into four regions 


Game Settings 

To change a setting, Sect the 

option from the appropriate 

drop-down menu. 

* Game Type: Select from 
Tournament, Simultaneous 










Moves or Turn- Based. (See “M ulti player GameTypes' on 
page 190 for details.) 


• Game Mode: Play a Standard (randomly generated) game, 
load a Civ Content variation existing scenario, or load a 
saved дате 

* Game Speed: Select a Slow, Medium, or Fat game (See 
“Multiplayer Gane Types’ on page 190 for details) In 
Turn-Based and Simultaneous Movement games select 
Noneif you want playersto have unlimited time to com- 
plete each turn. 

The remeining settings are the same as those found on the 

Choose Your World screen in the dngle- player game 

To change an option, click on the desred setting on the 

appropriate drop-down menu. 


* World Size • Climae 

* Barbarien Activity * Temperature 
• Land Mas * Age 

• Water Coverage * Difficulty 


Player Setup 

The Player Setup displays the names of the players in tne 
дате and the civilizations they have selected. As host, your 
name and civilization амәуѕарреег at thetop To change your 
civilization, sdect the tribe you want from the drop-down 
menu to the right of your name В andom selects a civiliza- 
tion for you. 

You can азо select civilizations for Computer playersin the 
дате using the drop- down menus next to their names (You 
cannot select civilizations for human opponents ) 

When а Conquest, Civ Content, or Existing Scenario is 
loaded, the civilizations will be set by player number. Click 
on the number [#] before your name to switch between the 
avdlable Civilizations 

Note: Any civilization name prefixed with "AI" is dedgned 
specifically for Al playersYou can dill play asthisciv, but you 


will probably be ё either a greet advantage or disadvantage 
against your opponents 


Note You cannot sdect acivilization that is already sdected 
by another player. If there are many players in your game it 
сап pay to choose acivilization quickly. 

A maximum of eight players (including you) can play in a 
multiplayer game You cen limit the number of players by 
selecting Closed from the drop-down menu in each of the 
positions you went to block. You can dso block out human 
players by assigning a Computer player to any position. 

To the right of each civilization are two buttons 


"| Boot Player: The left-hand button next to each 

= | player allows you to remove unwented players from 
your game To remove a player, dick on the Boot 
Player button next to his or her civilization name This 
removes the player from the player lis. (The Boot Player 
button next to your name isnever active — you cannot kick 
yourself out of the game) 


] Ready: T he right- hand button next to each player 
indicates whether or not the player isready to begin 
Е the game When the player is ready, a white check 
appeers іп this box. When you click your Ready button, al 
game optionson the M ulti player Setup screen are locked. To 
changean option, click your Ready button again. All human 
players В eady boxes mus: be checked in order for you to 
launch the game 





There are two other controls in the Player Setup area: 


• Rename: Click оп thisbutton to change the name of your 
civiliZation’sleader (by default this name isthe seme asyour 
hos: name æ entered on the Multiplayer Lobby screen), 
your civilization's name and the title by which you are 
identified. These options are the same as the Customize 
YourTribe optionsthet are access ble from the Player Setup 
screen in a Single- player gare. 


e Launch: Click on this button to tat the game All players 
R eady boxes must be checked in order to launch the game. 
When you click Launch, a ten- second countdown begins 
When the countdown is complete the gare starts To ор 
the countdown before the game begins dick your Ready 
button agein. 


Game Rules 

The Gare R ules section of the Multiplayer Setup screen is 
identical to the R ules section of the Player Setup screen in 
the dngle- player game To enable a дате rule click it. To 
discble arulethat isdreaedy есед, click it адап. Usethescroll 
bar on the right to scroll up and down through the rule list. 


Chat 

The Chet area works just esit doeson the M ulti player Lobby 
screen. In addition to chat messages from other players the 
M еѕѕоеѕ window shows you game status messages (such as 
notificdion when other playersjoin the gmg). (See" C hatting" 
on page 199.) 


Staging Window (Internet Games) 
When you are playing an 
Internet game, the Staging 
Window appeersbefore you 
= your options on the 
Multiplayer Setup screen. 
This window allows you to 
synchronize with the other 
playersin the gare After all 
players have чопаеЯ ready, 
the hos launches the game and everyone proceeds to the 
Multiplayer Setup screen. 








T he Staging Window isdivided into three sections 
Game Settings 
The Gare Settingsarea dlow the hos to configure the game 


and announce the type of game to other players who might 
wish to join. Only the game host can access these controls 


• GameType Select fromTournarrent, Simultaneous M oves 
orTurn- Вава. (See" Multi player GameTypes' on page 190 
for details) 


* Game Mode: Choose a game mode and victory 
conditions 

e Lock Game Enable this option to bar any additional 
players from joining the game 

The Game M ode and Game Type salected by the hos ae 

displayed to all prospective joining players After dl playershave 

joined the game on the Staging Window, the host cen gill 

change the Game M ode GameType and victory conditions 

on the M ultiplayer Setup screen. (See“H опо a M ulti player 

Gare’ on page 182.) 


Player Setup 

The Player Setup section lists all of the players currently in 
tne game T he hos's name is listed in the top position, and 
joining playersare listed below the hos in the order that they 
join. 

There ae two controlsin this area 


] Ready: Click on this button when you are ready to 
begin the game 


Launch: T his button is only aalable to the host. When all 
players have signified that they are ready, click on this button 
to go to the M ulti player Setup screen. You cannot launch the 
game until all players (including you) have clicked their 
Ready buttons 


Chat 

The Chet area works jus esit doeson the M ulti player Lobby 
screen. In addition to chat messages from other players the 
Messages window shows you game status messages (such as 
notification when other playersjoin the gare). (See" C hatting” 
on page 199.) 


Joining a Multiplayer Game 
To join aLAN or Interne game find the game you want to 
join on the Sesion List on the M ulti player Lobby screen and 
dick on the gameto highlight it. (If you don't see the game 
you'relooking for, dick В efres to update the Session List.) 
When the game is highlighted, click Join to join the game 
This opens the Multiplayer Setup screen. (You cannot join 
a game that is Locked or I n- Progress.) 
Note: If you are joining an Internet game you are teken to 
the StagingWindow prior to proceeding to the M ulti player 
Setup screen. (See “Staging Window (Internet Games" on 
previous page) On the Stagi ngW indow, simply click R eady 
to dgnd the host that you are ready to proceed. 
Since you are joining someone else's game you can't change 
the game optionsand rules T he only optionsyou can change 
are in the Player Setup area 
e Civilization: Find your name in the Player Setup area end 
select the civilization you went to play from the drop-down 
menu to the right of your пате If you like surprises 
choose R andom and the game will pick a civilization for 
you. 
Note You cannot select acivilization that hesalready been 
selected by another player. If you wish to choose a partic- 
ular civilization, pick fast. 


* Rename Click Rename to change your name your 
civilizaion's name and the title by which you will be 
addressed in the game 





e Ready: Click on the Ready button bedde your civiliza 
tion nameto indicateto the hos that you are ready to tart 
the game W hen you dick Ready, all options are locked. 
If you change your mind, click Ready agan any time 
before the hos launches the game 

TheChet aeaworksjust esit doeson the M ulti player Lobby 

screen. |n addition to chat messages from other players the 

Messages window shows уои game status messages (such as 

notification when other players join the дате). (See“C ha- 

ting" on page 197.) 


Quitting a Multiplayer Game 

You can quit a multiplayer game гё any time jut æ you 
would asingle- player game W hen you decide to quit, be sure 
you redly went to lea/e the game W hen you quit, your civ- 
ilization iseliminated fromthe game and all of your citiesare 
destroyed. 


Multiplayer Game Types 

Civilization И! offers many different game modes for multi- 
player games You cen gill play the traditiond Turn-Based 
game (which mimics the gameplay in the angle player 
game), but there are also four new game modes specifically 
des gned for multiplayer play. 


Turn-Based 

Turn-Based multiplayer games are played jus like angle 

player games Depending on the Gare Speed option selected 
by the hos; you might have aset amount of ti meto complete 
your movement and other tasks each turn. 


Theturn timer in theupper right corner of the screen counts 
down the time remaining in the current turn æ well as the 
elapsed game time When the turn timer runs out, your turn 
ends and the next player's turn tarts You can end your turn 
early by clicking on the End Turn button on the Info Box. 
You are prompted to move when it is your turn agan. 


Even when it isn’t your turn, you can %11 perform many 
game functions, such as setting city production orders con- 
sulting your advisors and so on. T here are however, several 
actions thet you can only perform when it is your turn: 

* Moveunits 

* Assign or canca unit actions 


* Hurry production. 


Simultaneous Movement 

The Simultaneous Movement game is very similar to the 
Turn-Based game T he game proceeds one turn & a time 
however, instead of each player taking separate turns each 
round, dl players take their turns аё once 

Each turn lasts until the turn timer has finished counting 
down. All production, research, and so on take place prior to 
the tert of each new turn. 


Hot Seat 

A Hot Sed gare plays exactly like aTurn- Based game except 
tna al players play on the same computer. After you com- 
plete your turn, the next player takes your place a the key- 
board and takes hisor her turn, and so on. T hereisno game 
timer in Hot Sec games 

To set up a Hot Sed: game: 

* Select Hot Sec asthe game type 


* Select your civilization. (Asthe host, your name appears 
on the top line of the Player Setup area ) 


* For each human opponent, select Add Human Player 
in the Players column. А dialog appears that dlows each 
player to enter his or her name and other information. 
After entering a name players choose a civilization from 
the drop- down menu next to his or her name 


e You can fill any vacant postionswith Al players by заесі- 
ing Computer in the Players column. 





* Click on the Ready button beside your name and then 
dick Launch to sat the дате. 


* At the dart of the game you are prompted to enter an 
Adminisrator Pessword for thegameT hispessword dlowsthe 
айтіпізгаог to drop players from the game, regardless of 
whether they password protected their turns 

On the first turn, each player is prompted to enter a password 
for hisor her civilization.T his password prevents other play- 
ers from playing that player's turns Players with password- 
protected civilizations mus: enter their password before every 
turn. If you don't want to pessword protect your civilization, 
leave the field blank. 

You mus: load a saved H ot Sed: game from the M ulti player 

Setup screen. If you load the game from the M ап M enu, the 

дате playsasif it were a Single player game 

Note: Diplomacy — communication with other dvilizations 

— ishandled differently in H ot Sed: games See“ Multiplayer 

Diplomacy” on page 196 for details 


Play by E-Mail 


The Play by E-M äl option dlowsyou to play a game against 
distent opponents without directly connecting witn tnem. 


To s up aPlay by E-Mail дате: 

* Make a note of the e-mail addresses of your opponents 
(You must keep track of the addresses yourself — 
CiMlizatian И! does not save e mail addresses. ) 


* Select your civilization. (Asthe hog, your name арреег5оп 
thetop line of the Player Setup area) 


* For each human opponent, select Add Human Player in 
the Players column. A didog appears tha: dlows you to 
enter each player's name and other information. After 
entering player names choose acivilization from the drop- 
down menu next to each opponent's name. 


e You can fill any vacant postionswithAl players by заесі- 
ing Computer in the Players column. 


* Click on the Ready button beside your name and then 
dick Launch to stat the дате. 


* At the dart of the game you are prompted to enter an 
Adminisrator Password for the game T his pasword allows 
theadminisraor to drop players from the game regardless 
of whether they password protected their turns 


On the first turn, each player is prompted to enter a password 
for hisor her civilization.T his password prevents other play- 
ers from playing that player's turns Players with password- 
protected civilizations mug enter their password before every 
turn. If you don't want to pessword protect your civilization, 
leave the fidd blank. 


From this point on, gameplay is Similar to aTurn-Based 
game After you complete each turn, you are prompted to save 
the gameand exit. М otethe name of your saved game file and 
the folder in which you saved it. After exiting Civilizaion III 

open your e-mail application, and e mail the saved game ав 
ап attachment to the next player. 

When you receive a saved game copy it into your Saves 
folder. Open Civilization 111 and dick Load Game on the 
Main menu. Locete the saved game you jus received and load 
it. After you complete your turn, you are prompted to save 
the game and exit. T his cycle continues — each player tek- 

ing hisor her turn and sending the resulting saved game to 
the next player on the lis — until the game isover. 

Note: Diplomacy—communication with other civiliza 

tions—is handled differently in Play by E-Mail games (See 
“Multiplayer Diplomacy” on page 196 for details) 





The Effects of Game Speed 

The Game Speed, set by the host on the Multiplayer Setup 

screen, affects every game type differently. Note: Gane Speed 

has no effect in Hot Sea and Play By E-Mail games 

* Turn-Based: Game Speed determinesthe amount of time 
each player has to complete his or her turn. When time 
&арзез the next player's turn begins 

e Simultaneous Movement: Game Speed determines the 
amount of time dl players have to complete each turn. 
When time elapses the next turn begins for all players 

In al дате types affected, the fater the Game Speed, the 

shorter the time between turns or production phases Game 

Speed doesn't correspond to any specific amount of time As 

your civilization grows the game automaicaly increases the 

amount of time available to you. 


The In-Game Multiplayer Interface 
Although most of the multi player interfaceisidentica to that 
of the ingle player game there are sorme notable differences 
Multiplayer Information Display 


Turn Block Turn Game 
Indicator Chat Clock Clock 






Player List 
CECENII 0 d] 


Score Maximize/ 
Minimize 


The Multiplayer Information Display aopears in the upper- 

right corner of the screen during multiplayer games T his 
interface provides information about the playersin the game 
and tracks turns and elapsed game ti me. 


Player List 

The Player Lis showsthecivilization color, leader name civ- 
ilizetion name and current score for every player (human and 
Al) in the дате By default, the Player Lis: showsonly your 
information. To expand the list to show information for all 
players click on the Maximize/ Minimize button. 


ATurn Indicator icon appeersnext to your civilization when 
it is your turn in aTurn-Based or Hot Sed game In Play 
by E-Mail games the turn icon is aways next to your 
civilization. In Simultaneous Movement games the icon 
appears next to al civilizations and disappears when each 
player endshisor her turn. 

Click on the Block Chat button to block selected civiliza 
tionsfrom seeing your chat messages W hen the button shows 
a speech balloon, the selected civilization can see your chat 
messages. When the button is blank, chat is blocked to that 
Civilization. T hisbutton has no effect in H ot Sea and Play by 
E-Mail games 

Note: T he Block Chat button dso blocks voice chat. 


Turn Clock 
TheTurn Clock graphicaly counts down the time reman- 
ing in the current turn. As time elapses a ber fills the 
Turn Clock left to right. When the bar is completely filled, 
the turn ends 


TheTurn Clock isnot activein H ot Sed and Play by E-Mail 
gemes or inTurn- Based and Simultaneous M ovement games 
when the Game Speed is set to None 


Total Play Time 

TheTota Play Time indicator shows the totd amount of 
elapsed time since the game began (in hours minutes and 
second9. T heTotd Play Time indicator is not active in Hot 
Seg or Play by E-M al games 





Multiplayer Diplomacy 


Turn-Based and Simultaneous Movement 
Diplomacy in multiplayer games works similarly to 
sngle- player diplomacy, but there are a number of significant 
differences 


Initiating Diplomacy 

In multiplayer games you can initiate a diplomatic exchange 
with civilizations with which you have contact at апу time 
When someone attemptsto tert a diplomatic exchange with 
you, you are notified with a pop-up window. 

You have a number of possible responses available: 


* Accept the envoy: Select this response to begin a diplo- 
metic exchange with your opponent. 

* Refuse to hear the envoy: Select this response to notify 
your opponent that you are not interested in negotiating 
а thistime 

* Contact Me Later: T his closes the window and informs 
the contacting player to try again later. 


Conducting Negotiations 

The multiplayer Diplomacy screen іѕмегу similar to the ín- 

Qe player version with sverd important differences 

* No“They Offer" section: T he portion of the Diplomacy 
screen thet displaysthe items available for your opponent 
to offer isnot shown in multiplayer negotiations When you 
initiate adiplometic exchange you must propose a ded and 
it isup to your opponent to offer itemsin exchange When 
your opponent proposss a deal, you can see only wheat he 
or she currently offers you. 


* Emote Controls The multiplayer Diplomacy screen 
includesHappy, Neutral, and Angry buttons T hese con- 
trolsdlow you to select the mood that your leader displays 
to your opponent during the diplomatic exchange 


* Chat: T he cha section of the multiplayer Diplomacy 
screen allows you to exchange messages with your oppo- 
nent during negotiations M esges are displayed in the 
Message area To send achat message type the message in 
the text entry field and press Enter. Chat exchanges that 
take place on the Diplomacy screen are between you and 
tne player you are negotiating witn. Other players do not 
see them. 

You place items on the negotiation table just as you do in 
asinge player negotiation. T he tetus area of the Diplomacy 
screen shows whether or not you have accepted your oppo- 
nent's offer and vice-versa As you add itemsto the negoti- 
ation table the offer isautometicdly updated on your oppo- 
nent's screen. 

Oncethe offer ison the table you have the following options 


* Accept: Notifies your opponent that you have accepted 
the offer currently on the table When both you and 
your opponent accept the offer, the negotiation ends 
automatically. 

* Cancel: Endsthe negotiation immediately without accept- 
ing tne offer. 

• Do Not Accept: After you have accepted the offer you 
cen still change your mind by clicking Do Not Accept. 
You can only do this if your opponent has not yet 
accepted the offer. 

Note When negotiating with AI civilizations in any multi- 

player game negotiations are conducted just asthey аге іп a 

sngle- player gare. 


Hot Seat and Play by E-Mail 

Diplomacy in Hot Sed and Play by E-Mail gamesis nearly 
identical to diplomacy in other multiplayer game types but, 
because of the unique nature of the turn sequence in these 
gerne types negotiations cen sretch out over sverd turns 
instead of being concluded in asingle turn. 





In both game modes you meke contact with your opponents 
just as you would in asingle- player game When you initiate 
contact, the multi player Diplomacy screen eppears To nego- 
tide aded, do the following: 

* Select the items you want to put up for negotiation and 
close the Diplomacy screen. 

* The player with whom you initiated contact is presented 
with tne multiplayer Diplomacy screen & the start of his 
or her next turn. Your opponent now has the opportunity 
to place hisor her own itemson the table for negotiation. 
Oncethisis done he or she dosesthe Diplomacy screen. 


* On your next turn, the Diplomacy screen eppearsto how 
you what your opponent has offered you. 


* To accept the offer, click on Accept To renegotiate decline 
the offer and change the items you wish to place on the 
teble 


* This process continues back and forth until you and your 
opponent agree to a ded. If you cannot agree to a ded, 
either one of you can end the negotiations = any time by 
clicking on Cancel. 

Note When negotiating with AI civilizations in any multi- 

player дате negotiations are conducted just asthey arein a 

sngle- player gare. 


Chatting 


In LAN and Internet games you don't have to open forma 
diplomatic negotiations to talk to your opponents You can 
converse with them at any time by using the Chat feature То 
open the C hat window, pressthe [~] key. 


You can usethe Block Chat buttonsto prevent selected civ- 
ilizationsfrom seeing your messages (See" M ulti player Infor- 
maion Display" on page 192.) Note When you are negoti- 
ating with another player on the Diplomacy screen, your chat 
messages are automatically kept between you and the player 
with whom you are negotiating. 

If your computer is equipped with a microphone and you 
have Microsoft DirectVoice enabled on your computer, you 
cen talk directly to your opponents while you play Voice chat 
works for general chatting and during diplomatic negoti a- 
tions When the Diplomacy screen isopen, only the person 
you are negotiating with can heer your voice. 

For tips on enabling and troubleshooting the voice chat, 
pleese refer to the В eadM e file (See“T he R eadM eFile" on 
page 1.) 


Kids, check with your parent or guardian before visiting any web site. 


Chat Messages: Atari does not monitor, control, endorse, or accept 
responsibility for the content of chat messages You are strongly 
encouraged not to give out identity or other personal information 
through chat message transmissions. Kids, check with your parent or 
guardian if you are concerned about any chat you receive. 





APPENDIX у 


Keyboard Shortcuts 


We've mentioned these throughout the text, but it's dways 
handy to have them listed all in one place T hisisthe place 


Unit Movement 


M ove East Right Arrow Keypad 6 
Move North UpArrow Keyped 8 
M ove Northeest Page Up Keypad 9 
M ove М orthwes: Home Keypad 7 
M ove South Down Arrow Keypad 2 
M ove Southeest Page Down Keypad 3 
Move Southwet End Keyped 1 
M oveWes: Left Arrow Keypad 4 
M ove dl units æ a deck J х 

M ove units of sdected Ctri-J Ctr-xX 
type es a deck 


Please note that all of the shortcut keys are lowercase. 
For example [B] means to press the “Б” key Any upper- 
cese shortcut keys are noted as follows [Shift]- [B]. 





Orders Summary 

Which optionsarein the rowsof Ordersiconsa the bottom 
of the M ap screen depends on the abilities of the active unit 
end its dtuation. Orders that are inappropriate ог not 
currently available for the active unit simply don't арреег. 


Air Missions 

All of the possible missionstha air units cen carry out have 
tneir own orders buttons 

Bombing mission ([B]): Drop bombs on 
the sdected terrain square or enemy city. Air 
bombardment affects city improvements and 
city populations 





Recon mission ([R]): Investigate the 
selected square and its surrounding squares 


Re- bas mission ([Shift]- [IR ]): В elocae 
the unit's bese of operaionsto another city or 
en aircraft carrier. 
Air superiority mission ([S]): Scout the 
unit's defensve range (half of its operationa 
renge).T hisissimilar to the Fortify order in that 
it remainsthe unit's ass gnment until you reac- 
tivete the unit in order to give it other orders 
Only fighters (including the F- 15) are capable 
of flying air superiority missions 


Airdrop mission: Carry asinge ground unit 
f to a specified location, land, and drop the unit 
“ off, leaving it there Only Helicopters can аг- 


drop ground units and then only within their 
operadiona range T his" vertical insertion" can- 
not place a unit into a square that contains an 
enemy unit. 

Precision bombing: Drop bombstha target 
improvements T his mision is only avdlable if 


your civilization has researched the Smart 
Weapons advance for Stedth Bombers and 
Stedith Fighters 


Airdrop ([A]) 
This movement order is available only to f 
airdrop- capable units (i.e, Paratroopers апа “ 
Helicopters) tha: are currently located in асу 
with an Airport. Choose any unoccupied 
square within range of the unit's current location. T he unit 
will move immediately to that square T his order uses dl of 
the unit's movement points for that turn. 








Airlift ([T]) 

Use this order to move a unit that has not yet 
moved thisturn from any of your cities served 
by an Airport to any of your other cities with 
en Airport. T his trava uses dl of the unit's movement points 
for thet turn. Only one unit can be airlifted from or into each 
city per turn. 


Automate Worker ([A]) 

If you would rather not give aWorker specific 

commands every time it finishes ajob, you can 

automete it. Automated Workers will not add 
themselvesto cities but will work to improveterrain around 
existing ones In somesitudions control of theWorker reverts 
to you. 


Bombard ([B]) 

Use this to order a unit capable of bombard- 
ment to use that ability to damage any suitable 
target within range 


Build Army ([B]) 

Usethisto order aleederto cretemArmy For f 
more information about Armies please read 
Chapter 8: Units 





Build Colony ([B]) 

Usethisto order aWorker to build acolony in 

tne square it occupies Colonies collect srate- 

gic resources and luxuriesfrom squares outs de 

your borders and transfer them via road to the city. Enemy 
units can't take over an undefended colony, but can easly 
destroy it. 


Build Fortress ([Ctrl]-[F]) 

T his orders aWorker to build defensive fortifi- 

cations in the square it occupies Once it is 

built, your units can occupy the Fortress to 

enhance their defensive capabilities T his order is not aal- 
able until you have discovered Construction. 


Build Irrigation ([I]) 


Use this order to have a Worker irrigete the 
square in which it sands 





Build Mine ([M]) 
Use this order to make a Worker mine the 
square in which it sands 


Build Railroad ([R]) 
If you have discovered Steam Power, you can A 
order your Workers to upgrade existing roads i 
by laying track for railroads 


Build Road ([R]) 


This order tells aWorker to build roads across 
the square in which it sends 


Build/Join City ([B]) 

Thistdlsa Setler to creete anew town where 
it stands N ote that you cannot build cities in 
terrain squares directly adjacent to an existing 
city You dso cannot build on Mountains 

If aSettler or Worker stands in an existing city, 
pressing [B] orders that unit to add itself to th 
dity.Workersadd one and Settlers add two pop- 
ulation points 


Clean Up Pollution 
(IShift]-ICD 


Use this order to tell a Worker to detoxify a 
polluted square. 





Clear or Replant 

Forest ([N] er [Shift]-ICD 
Click this order to have a Worker 
clear the Forest square in which it 
stands or refores a square that’s devoid of trees T his results 
in achangein the square'sterrain type generaly for the better. 
Cleering a Foret dso provides а few shields for the nearest 
friendly city. If your unit sends in a square that can't be 
cleared or reforested, the order doesn't арреег. 





Clear Jungle ([Shift]-[C]) 
Click thisorder to have aWorker clear the Jun- 
де square in which it ands T his results in a 
change in the syuare'sterraán type generdly for 
the better. If your unit stands in a square that 
cent be deered, the order doesn’t appeer. 


Disband ([D]) 

This order allows you to dismiss a unit from 
active duty T he unit disappears completely and 
irrevocably, so be careful when invoking this 
option. If you disband a unit in acity square а 








fraction of the unit's construction cos isimmediately added 
to the Production Box in tha city T his represents the redis- 
tribution of support and materials and retraining of soldiers 


Explere ([E]) 

Thisorder tellsaunit to explore the world. T he 
unit will move around the map and uncover all 
black ares of the map it cen reach sdy (for 
instance, an exploring ship will not end its turn in a water 
square in which it might snk). The unit will continue to 
explore until there are no more unexplored spaces within its 
reach. 





Fortify/Garrison ([F]) 

Select thisorder to have a militery unit dig in 

and fortify itself in the squarein which it stands 

or garrison itself in a city This enhances the 

defensive capabilities of the unit for aslong esit remains for- 
tified— which isuntil you activae it.T he exception isadam- 
aged unit, which will reactivete іа? when it reaches full 
strength. You cen “fortify” defenseless units (such as Settlers 
end Workers) to have them say in one place but they gan 
no defensive benefit. 


GoTo ([G]) 

T his order alowsyou to send aunit directly to 

a sdected square After you click the order, 

move your mouse cursor to the destination. 

The number of turns it will take to reach the highlighted 
square isshown. Click on asquare end the unit will go there 
without further orders 


Hold (Spacebar) 

U sethisorder to passover aunit for aturn and 
have it hold itscurrent postion.T he unit takes 
no action, but will repair itsaf somewhat if it 
has been darnaged. 


Load/Unload ([L]) 

Give thisorder to adip to activetedl 
its pessenger units, dlowing then to 
move ashore or onto another ship. 
The ship must be adjacent to a land square a city square ог 
another friendly ship You can aso click on the ship to bring 
up a box showing а! the shi pboard units 





Pillage ([P]) 

This order tells a militery unit to wreek ha/oc 
on the square it occupies destroying terran 
improvements. That can mean collapsing a 
mine destroying irrigation, ripping up roads or 
other destruction. 





Sentry ([YD 

This order tells a unit to remain in place until 
a barbarian unit or aunit of en other nationd- 
ity moves adjacent to the unit, a which point 
the unit will reactivate itsdf to request new orders 





Wait ([W] or [Tab]) 

Usethisto order the current active unitto wait 

for orders until you have given every other 

active unit something to do. Note tha if you 

give another unit the Wait order, that unit will get in line 
behind the first unit you ordered to wait, and so forth. 





Unit Orders Summary Table 


Airdrop 

Airlift 

Air Superiority Mision 
AutomaeWorker 

Automete Without Altering 
Preexisting Improvements 
Autormete T his City Only 
Automete Clean Up Pollution Only 
Automete Cleer Forests Only 
Autormete Cleer Jungle Only 
Autometed Precison Bombing 
Borrbard 

Borrbing Mision 

Build Airfidd 

Build Army 

Build City 

Build Colony 

Build Fortresy Barricade 
Build Mine 

Build Outpost 

Build R adar 

Build R allroad 

Build R álroed To 

Build R oad 


Build R oad To 


Build R oad To, T hen Colony 


риф > 


Shift-A 


Shift-I 
Shift-P 
Shift-F 
Shift-J 


Shift-P 


Ctri-F 


Ctri-O 
Ctri-T 
Shift-R 


Ctrl-Shift-R 


Clean Up Pollution 
Cleer Forest, Jungle Marsh 
Disbend 

Explore 

Fortify/ Garrison 

GoTo 

Hold (Skip Turn) 
Hurry Improvement 
Irrigete 

Irrigete to Neeret City 
Join City 

Pillage 

Plant Forest 

Re bese Mision 
Recon Mision 
Rename Unit 

Trade Network 
Unload/ Load 

U pgrade 

Upgrade All 


Wat 


Shift-C 


Shift-C 


Ctri-H 


Ctri-I 


Shift-P 


Shift R 


Shift- N 


Ctri-N 


Shift-U 


W orTab 





City Window 
Add to Production Q ueue 
Contect City Governors 
Hurry Production (R ush Job) 
Load Production Queue 
Save Production Queue 


Advisors 
Domestic Advisor 
Trade Advisor 
Military Advisor 
Foreign Advisor 
Culturd Advisor 
Science Advisor 


Game Stuff 

Center on Active Unit 

Center on Capita 

Center Screen оп M exage (Multiplayer) 
Change Government (R evolution) 
Change M obilizetion 

Civilopedia 

Cleen Up Map 

Contact Riva Leaders 

Cycle Cities N ext City 

Cycle Cities N ext City in Disorder 
Cycle Cities Previous City in Disorder 
Cycle Cities Previous City 

Cycle Units N ext Unit of Selected Type 
Cyde Units N ext Unit 


Cycle Units Previous Unit of Sdected Type 


Shift- Click 
G 
H 


Q 
Shift-Q 


F1 
F2 
F3 
F4 
F5 
F6 


С 

Н 

Shift-X 
Shift-G 
Shift-M 
Ctrl-C 
Ctri-Shift-M 
Shift-D 

‚ (period) 
Shift-. (>) 
Shift-, (<) 
, (comme) 
Shift-] () 
] 

Shift-[ (0 


Cycle Units Previous Unit 
Demogrephics 

EndTurn Immediately 
Espionage 

Establish an Embassy 
Force GoTo's and Automoves (M ultiplayer) 
GoTo City 

Histogreph/ Score 

Initiate Chet (M ultiplayer) 
Locate City 

Pdace 

Plant a Spy 

Spaceship 

Toggle M apGrid 

Use Embassy or Spy 
Wonders of theWorld 
Zoom In/Out 


Other Stuff 
Chenge Preferences 
Change Sound Preferences 
Hide Interface 

Load Gare 

Main Menu 

New Game 

Quit 

Reign and Quit 
Retire 

Save Gare 

Show GareVerson 


Toggle H orizontd/ Verticd Buttons 


[ 

F11 

Shift- Enter 
Shift-E 
Ctri-E 
Ctri-U 
Ctri-Shift-G 
F8 

Shift-L 

F9 
Ctri-Shift-E 
F10 

Ctri-G 
Shift-E 

F7 


Ctr-P 
Shift-S 
Dd 

Ctt-L 
Ctri-M 
Ctrl-Shift-Q 
Esc 
Cti-Q 
Shift-Q 
Сі-5 
Ct-F4 
Backspace 





Terrain Charts 


Coast 
Desert 
Flood Plains 


Forest 


Gresdiands 


Hills 


Jungle 


Marsh 


Mountains 


Ocean 


Plains 


Tundra 


Volcano 


Food 


Commerce 


Irrigete 
(+ Food) 


+1 


+1 


+1 


Mine 
(+ Shields) 


+1 


+1 


+2 


+2 


+1 


+1 


Road 
(+ Commerce) 


+1 
+1 


+1 


+1 


+1 


+1 


+1 


+1 


+1 


Bonus 
Resources 


Fish 


Wheet 


Cattle Wheet 


Gold 


Game Fish 


Gold 


Whade Fish 


CatleWheet 


Whade Fish 


Cate Gare 


Sattpeter, Oil 


Uranium, В ubber 


Horses 


Horses Iron, Sdtpeter, 
Cod,Aluminum 


Rubber 


Oil, R ubber 


Iron, Sdtpeter, Cod, 
Aluminum, U renium 


Horses Iron, 
Oil, Aluminum 


Saltpeter, Oil 


Luxury 
Resources 


Incense 


Dye Spice 
Ivory, Silk, Furs 


Wine 


Wine Incense 


Dye Spice 
Silk, Gems 


Gers 


Wine Ivory 


Fur 


Movement 
Cost 





Defense 
Value 
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"LIMITED 
SOFTWARE 
WARRANTY 
AND LICENSE 
AGREEMEMT 


YOUR USE OF THIS SOFTWARE IS SUBJECT TO THISLIMITED 
SOFTWARE WARRANTY AND LICENSE AGREEMENT (THE 
"AGREEMENT") AND THE TERMS SET FORTH BELOW. THE 
"SOFTWARE" INCLUDES ALL SOFTWARE INCLUDED WITH 
THISAGREEMENT,THE ACCOMPANYING MANUAL (S), PACK- 
AGING AND OTHER WRITTEN, ELECTRONIC OR ON-LINE 
MATERIALS OR DOCUMENTATION, AND ANY AND ALL 
COPIESOF SUCH SOFTWAREAND ITSMATERIALS BY OPEN- 
INGTHE SOFTWARE,INSTALLING,AND/OR USINGTHE SOFT- 
WARE AND ANY OTHER MATERIALS INCLUDED WITH THE 
SOFTWARE, YOU HEREBY ACCEPT THE TERMS OF THIS 
LICENSE WITH [TAKE-TWO INTERACTIVE SOFTWARE, INC.] 
(“LICENSOR”). 


LICENSE. Subject to thisAgreement and itstermsand conditions LI CEN - 
SOR hereby grants you the non- exclusive non-transferable limited right 
and license to use one copy of the Software for your personal use on asin- 
gleconsole T he Softwareis being licensed to you and you hereby acknowl- 
edge that no title or ownership in the Software is being transferred or 
assigned and thisAgreement should not be construed asa sde of any rights 
in the Software. All rightsnot specifically granted under thisA greement are 
reserved by LICENSOR and, asapplicable its licensors 


OWNER SHIP. LICENSOR retainsal right, title and interes to this Soft- 
were including, but not limited to, all copyrights trademarks trade secrets 
trade names, proprietary rights patents titles computer codes audiovisual 
effects themes characters character names, stories dialog, settings artwork, 





sounds effects musical works and mora rights T he Software is protected 
by United States copyright law and applicable copyright laws and treeties 
throughout the world. T he Software may not be copied, reproduced or dis- 
tributed in any manner or medium, in whole or in part, without prior writ- 
ten consent from LICENSOR. Any persons copying, reproducing or dis- 
tributing all or any portion of the Software in any manner or medium, will 
be willfully violating the copyright lawsand may be subject to civil and crim- 
ind pendties Be advised that Copyright violations are subject to penalties 
of upto $100,000 per violation. T he Software contains certain licensed mae- 
ridsand LICEN SOR 'slicensorsmay protect their rightsin the event of any 
violation of thisAgreement. 


LICENSE CONDITIONS 
You agree not to: 
(à Commercidly exploit the Software 


(b) Distribute lease license sell, rent or otherwise transfer or assign this 
Software or any copiesof thisSoftware without the expressprior writ- 
ten consent of LICENSOR; 


(с) Маке copies of the Software or any part thereof; 


(d) Except as otherwise specifically provided by the Software or this 
Agreement, use or install the Software (or permit others to do same) 
on anetwork, for on-line use or on morethan one console & the same 
time 

(© Copy the Software onto ahard drive or other torage device and must 
run the Software from the included CD-ROM (although the Software 
may autometically copy a portion of itself onto your console during 
installation in order to run more efficiently); 


(f) use or copy the Software at a computer gaming center or any other 
location- based site; provided, that LICENSOR may offer you a sepa- 
гае site license agreement to meke the Software available for com- 
mercial use. 


(9 Reverse engineer, decompile disassemble or otherwise modify the 
Software in whole or in part; 


(h) Removeor modify any proprietary notices ог labels contained on or 
within the Software end 


(i) — transport, export or re-export (directly or indirectly) into any coun- 
try forbidden to receive such Software by any U.S. export laws or 
accompanying regulations or otherwise violate such laws or regula 
tions that may be amended from time to time 


LIMITEDWARRANTY: LICENSOR warrantsto you (if you aretheini- 
tid end origina purcheer of the Software) that the origina storage medium 
holding the Software is free from defects in materid and workmanship 
under norma use and service for 90 days from the date of purchase. If for 
any reeson you find a defect in the storage medium during the warranty 
period, LICENSOR agreesto replace free of charge any Software discov- 
ered to be defective within the warrenty period as long as the Software is 
currently being manufactured by LICENSOR. If the Software isno longer 
available LICENSOR retains the right to substitute a similar program of 
equa or greeter мае. T hiswarranty islimited to the storage medium con- 
taining the Software esoriginaly provided by LICENSOR andisnot appli- 
cable to normal weer and tear. This warrenty shall not be applicable and 
за! be void if the defect has arisen through abuse mistreatment, or neglect. 
Any implied warranties prescribed by statute are expresdy limited to the 90- 
day period described above. 


Except as set forth above this warrenty is in lieu of al other warranties 
whether ord or written, express or implied, including any other warrenty 
of merchantability, fitness for a particular purpose or non-infringement, and 
no other representations or warranties of any kind shal be binding on 
LICENSOR. 


When returning the Software subject to the limited warrenty above, please 
send the original Software only to the LICENSOR addres ecified below 
and include: your name and return address а photocopy of your dated sales 
receipt; and a brief note describing the defect and the sytem оп which you 
are running the Software 


IN NO EVENT WILL LICENSOR BE LIABLE FOR SPECIAL, INCI- 
DENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM 
POSSESSION, USE OR MALFUNCTION OF THE SOFTWARE, 
INCLUDING DAMAGESTO PROPERTY, LOSS OF GOODWILL, 





COMPUTER FAILURE OR MALFUNCTION AND, TO THE 
EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL 
INJURIES EVEN IF LICENSOR HASBEEN ADVISED OFTHE POS- 
SIBILITY OF SUCH DAMAGES LICENSOR'S LIABILITY SHALL 
NOT EXCEED THE ACTUAL PRICE PAID FOR USE OF THE 
SOFTWARE. SOME STATES/COUNTRIESDO NOT ALLOW LIM- 
ITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS 
AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL 
OR CONSEQUENTIAL DAMAGES SOTHEABOVE LIMITATIONS 
AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY 
NOT APPLY TO YOU. THISWARRANTY GIVESYOU SPECIFIC 
LEGAL RIGHTS AND YOU MAY HAVE OTHER RIGHTSTHAT 
VARY FROM JURISDICTION TO JURISDICTION. 


TERMINATION:ThisAgreement will terminate automaticaly if you fail 
to comply with its terms and conditions In such event, you must destroy 
al copies of the Software and dl of its component parts You can азо end 
thisAgreement by destroying the Software and al copiesand reproductions 
of the Software and deleting and permenently purging the Software from 
any dient server or computer on which it has been installed. 


U.S GOVERNMENT RESTRUICTED RIGHTS: The Software and 
documentation have been developed entirely at private expense and are pro- 
vided ae" Commercid Computer Software" or “restricted computer soft- 
ware" Use duplication or disclosure by the U.S. Government or aU.S. Gov- 
ernment subcontractor issubject to the restrictionsset forth in subparagraph 
(O(1Xii) of the R ights in Technica Date and Computer Software clausesin 
DFAR S 252.227- 7013 or as set forth in subparagraph (c)(1) and (2) of the 
Commercia Computer Software В estricted R ightsclausesat FAR 52.227- 
19, as applicable The Contractor/ Manufacturer isthe LICENSOR a the 
location listed below. 


EQUITABLE REMEDIESYou hereby agree that if the termsof thisAgree- 
ment are not specifically enforced, LICENSOR will beirreparebly damaged, 
and therefore you agree that LICENSOR Фа! be entitled, without bond, 
other security proof of damages to appropriate equitable remedies with 
respect any of thisAgreement, in addition to any other available remedies. 


INDEMNITY:You agree to indemnify, defend and hold LICENSOR, its 
partners licensors affiliates contractors officers directors employees and 
agents harmlessfrom а! damages, lossesand expensesarising directly or indi- 


rectly from your acts and omissionsto act in using the Software pursuant to 
the terms of the Agreement. 


MISCELLAN EOUS:T his Agreement represents the complete agreement 
concerning this license between the parties and supersedes all prior agree- 
ments and representations between them. It may be amended only by awrit- 
ing executed by both parties If any provison of thisAgreement is hdd to 
be unenforceable for any reason, such provison Фай be reformed only to 
the extent necessary to meke it enforceable and the remaining provisons of 
this Agreement shal not be affected. T his Agreement shall be construed 
under N ewYork law assuch law isapplied to agreements between N ewYork 
reddents entered into and to be performed within М ewYork, except asgov- 
erned by federal law and you consent to the exclusive jurisdiction of the ste 
end federa courtsin М ewYork, М ew York. 


IFYOU HAVEANY QUESTIONS CONCERNING THISLICENSE, 
YOU MAY CONTACT IN WRITING TAKE-TWO INTERACTIVE 
SOFTWARE, INC. 622 BROADWAY, NEWYORK, МУ 10012. 
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“WARRANTY 


2K Gares adivison of Take-Two Interactive Software Inc., warrants to the purchaser 
only thet the disc provided with this menua and the softwere program coded on it will 
perform in accordance with the description in this manua when used with the spec- 
ified equipment, for a period of 90 days from the date of purchase. 


If this program is found to be defective within 90 days of purchase it will be replaced. 
Simply return the disc to 2K Gamesor its authorized dealer dong with a deted proof 
of purchase R eplacement of the disc, free of charge to the original purchaser (except 
for the cost to return the disc) isthe full extent of our liability. 


THISWARRANTY ISIN LIEU OF ALL OTHER WARRANTIESWHETHER 
ORAL OR WRITTEN, EXPRESSED OR IMPLIED. ALL IMPLIED WAR- 
RANTIES, INCLUDING THOSE OF MERCHANTABILITY AND FITNESS 
FOR A PARTICULAR PURPOSE, IF APPLICABLE AR E LIMITED IN DURA- 
TION TO 90 DAYS FROM THE DATE OF PURCHASE OFTHIS PRODUCT. 


2K Gamesshal not be liable for incidental and/ or consequentia damagesfor the breach 
of any expressor implied warranty including damage to property and, to the extent per- 
mitted by law, damage for persona injury, even if 2K Ganeshasbeen advised of the pos- 
sibility of such damages Some stetesdo not adlow the exdusion or limitation of any inci- 
dental or consequential damages or limitations on how long an implied warranty lats 
so the above limitations or exclusons may not apply to you.T his warranty shall not be 
applicable to the extent that any provison of this warranty is prohibited by any federal, 
зае or municipa law, which cannot be pre-empted. T his warrenty gives you specific 
lega rights and may d% have other rights which may very from state to tae 


You may not reproduce prepare derivative work based on, distribute copies of, offer 
for sale sell, transfer ownership of, rent, lease or lend to othersthe Program or accom- 

panying documentation, or any portion or component of the Program or accompa- 

nying documentation; provided, however, that you may transfer the enti re Program and 
accompanying documentation on a permanent basis as long г you retain no copies 
(including archival or backup copies) of the Program, accompanying documentation, 

or any portion or component of the Program accompanying documentation, and the 
reca pt agreesto the terms of the agreement. Further you may not modify, reverse engi- 

ney, dissemble decompile or trandate the Program or accompanying documenta- 

tion, or any portion or component of the Program or accompanying documentation, 
nor may you meke any copies of the Program modules for use with other programs 
This program isintended for private use only. 


2K GAMES 
575 BROADWAY, 
NEWYORK,NY 10012 
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"PRODUCT 
SUPPORT 


= 


For U.S Support: 
Phone: 1- 866- 219- 9839 


Email: usa@teke2support.com 
For Canadian Support: 
Phone: 1- 800- 638- 0127 


Email: Canadacteke2support.com 


http:/ / www.teke2games cony support 
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